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DOES YOUR SUBSCRIPTION EXPIRE? ?? 

If this has an X in it, we 
are informing you that your subscrip- 
tion to DIPLOMACY WORLD expires with 
this issue. Some subscribers have a 
cash balance, which may be applied 
toward a renewal or requested as a 
cash refund. If you have a cash bal- 
ance, the amount is indicated below. 

Your cash balance is $ 
Subtract it from the subscription 
price if renewing. Renewal checks 
should be made out to R. C. Walker. 


for submissions to the next issue. 
The deadline for each issue is the 
15th of the month preceding the month 
of publication, thus: 

#32... 15 Aug 82 

#33-. 15 Nov 82 

#34-. -15 Feb 83 

,#35*** 15 May 83 and so on. 
A copy of our writer's guidelines may 
be obtained for SASE. Announcements 
of conventions and other events should 
reach us by the 25th of the months 
named above... and should be regarding 
things which vail happen 7 weeks or 
more after that date. 


PLEASE CHECK THE LABEL ON YOUR 
MAILING ENVELOPE. The number by your 
name is the number of the last issue 
of DIPLOMACY WORLD on your current 
subscription. If the number is fol- 
lowed by an asterisk (*), there is a 
cash balance on your account. If you 
don't know what it is, and would like 
to know, send us a self-addressed 
post card & we'll send the info. 


SUBSCRIPTIONS 

Subscriptions and renewals begin 
with the next scheduled issue after 
the fee reaches me. Subscription 
cut-off dates are the 10th of Mar, 
Jun, Sep, and Dec of each year. Subs 
and renewals reaching me after any one 
of those dates will begin with the 
next quarterly issue, not the one due 
out that month (unless it has not been 
mailed yet) . 


BACK ISSUES 

See page 2 for ##21-30. Some of 
these exist only in very limited quan- 
tities and availability is subject to 
stocks on hand. 

Copies of issues 3> 4> 10, and 
l/f-19 are SI. 25 each from Walter Bu- 
chanan, 3025 W. 250 North, Lebanon IN 
46052. Again, some issues exist only 
in very limited quantities. 


ART' WORK 

Cartoons in this issue are by Mi- 
chael Mills of Suffern NY and Eliza- 
beth Hail of Austin TX. My thanks 
(and a small check) to both of them. 
We are still very much in need of a 
staff artist who can turn out 5-8 good 
Diplomacy-related cartoons (preferably 
in different styles) per quarter. Tag 
lines are not a big issue; the Editors 
can provide those. The pay is ridicu- 
lous (free sub), but let's face it... 
where else can you sell Diplomacy car- 
toons, anyway? A lot of the work may 
be "to order", since the Editors do 
get some good ideas, but neither of us 
can draw. (Yes, now you know; the 
left sides of our brains don't func- 
tion.) (And anybody who makes a nasty 
crack about the right sides will be fed 
to our pet Balrod.) (Worse than Balrog. ) 


KEEP YOUR ADDRESS CURRENT 

DIPLOMACY WORLD is sent via "bulk 
mail". Although we "guarantee" both 
return and forwarding postage, we can't 
guarantee that the Postal Service will 
in fact forward your copy to you* The 
forwarding postage is billed to you by 
them as "postage due"... we "guarantee" 
it at this end so that the P.S. will 
forward (otherwise they won't). The 
best way to insure you receive each 
issue, and avoid extra postage due 
costs, is to make certain we have your 
current and correct address at all 
time, including apartment number and 
ZIP Code. We don't want to miss you. 
so please keep us informed as to where 
you are! 


NEWS & REVIEWS 

We are still looking for people 
who would like to gather and transmit 
local Diplomacy news (clubs, meetings, 
conts, whatnot) for publication here. 
We also would like to have relatively 
brief reviews of Diplomacy ' zines in 
our files to include in the N&R section 
when there's room. We really like to 
have outside contributions. Really. 
Let us hear from you. 


DEADLINES 

Because bulk mail takes (usually) 
3-4 weeks for delivery, DIPLOMACY 
WORLD may reach you after the deadline 
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EDITORIAL 

Lawrence Wm* Peery 



Last Winter, in DIPLOMACY WORLD #29, 
I beat the drum for two Diplomacy pro- 
jects: the "new" DIPLOMACY WORLD and 
the International Diplomacy Hall of Fame 
(IDHOF). This Summer I would like to go 
to bat for two more "new" projects, the 
DIPLOMACY WORLD Roundtable and the BLACK 
& BLUE BOOK (BBB). 

■ Under its founder, DW was widely 
regarded as Diplomacy's flagship publi- 
cation and we hope It is regaining that 
position. One major flagship function 
is to serve as a communications center. 
That is DW s primary function. Of 
course, in a hobby like Diplomacy commu- 
nication takes many forms: face-to-face 
meetings, telephone calls, letters, mag- 
azines, other publications, etc. 

The proposal for a DW Roundtable is 
an attempt at a different kind of commu- 
nication: a sort of telephone confer- 
ence call in which the contributors ac- 
tually get a chance to "take back what 
they said" and in which everyone gets a 
chance to listen in. The Roundtable 
will be an occasional feature of DW, It 
will feature contributions from a broad 
cross-section of the hobby* s members: 
publishers, gamesmast ers, experienced 
players, and (I hope) new players as 
well. The tentative format I have de- 
cided on is something like this: 

(1) A topic or question will be 
presented to a guest panel of 5-7 mem- 
bers. (2) Their initial comments, res- 
ponses, answers, etc., will be returned 



to the moderator, who will then cir- 
culate them, unedited, to the other 
members of the panel* (3) Revised 
comments, answers, etc., will be edi- 
ted, if needed^ usually only for rea- 
sons of length, and then published in 
the Roundtable,, 

Members of the hobby will be in- 
vited to submit their own comments 
and reactions in the form of letters, 
and a selection of these would appear 
in a follow-up issue« The Roundtable 
concept is nothing new, in or out of 
Diplomacy. Years ago I published 
something similar, "The Open Forum", 
in the old XEN0G0G1C, although I can't 
recall it carrying any purely Diplo- 
macy topics. So I have had some ex- 
perience with this kind of project. 
Most of you have seen such programs as 
"Meet the Press" or listened to the 
"Singer's Roundtable" on the Metropol- 
itan Opera broadcasts. There are four 
key ingredients to a * successful round- 
table: Good questions or topics, high 
quality contributors, skillful edit- 
ing, and audience feedback. 

The Roundtable is designed to en- 
courage discussion and will not shy 
away from debate on controversial 
topics, but it is not intended to be a 
vehicle for crusades, vendettas, or 
feuding. That I will not tolerate. 1 
will not allow the Roundtable to de- 
generate into personalities. It is a 
10 rum for Issues of substantive 



I already have several 
possible Roundtable dis- 



importance. 

subjects for 
cussions, including: "Command, Control, 
and Communication in Diplomacy 1 ' and ,f A 
Diplomacy Publisher's Code of Ethics". 
But 1 am looking for other suggestions 
for future Roundtables and for volun- 
teers to serve on them. If- you are in- 
terested or have any ideas, let me 
know (P.O. Box 8**l6, San Diego CA 
92102). 

In his book The Complete Book of 
Vargames , Jon Freeman says, "The game 



(Diplomacy) does, however, suffer from 
two major difficulties: the number of 
players required and the time it takes 
to play." PBM Dippy has taken care of 
the second problem; could anything be 
slower than p ost a 1 Diplomacy? The 
first problem is rarely a matter of 
over- supply; usually the opposite is 
true. Finding enough players is the 
biggest single difficulty for FTF play- 
ers. For years a dependable solution 
has eluded us,. Now, perhaps, we can 
finally see light at the end of the 
tunnel. 

There have been previous attempts 
to locate and. identify Dippy players 
for their mutual benefit. But these 
have usually been one-shot efforts, in- 
complete, or directed toward either PBM 
or FTF players. None of them has been 
completely successful. Now, as a com- 
panion to Mike Mills' ZIWE DIRECTORY, 1 
am developing the BLACK & BLUE BOOK 
(BBB). The first edition of the BBB 
contains the names, addresses, and tel- 
ephone numbers of some 200 individuals, 
publications, and organizations playing 
or serving Diplomacy in California. I 
hope in future editions to see the BBB 
cover all of North America. 

This would obviously be a tremen- 
dous asset to all of us. Imagine a 
single volume containing basic informa- 
tion on all the hobby's players, PBM 
and FTF. But such a project is beyond 
the ability of one individual to pub- 
lish and keep updated, unless that is 
all they want to do in the hobby. To 
be successful, such a project must have 
the active support of the hobby's pub- 
lishers. Their cooperation in provid- 
ing information and publicizing the BBB 
is vital to making it as comprehensive 
as possible. I am asking for just that 
kind of support. Further details will 
appear in the July XENOGOGIC, a copy of 
which will be sent to all North Ameri- 
can publishers. 

So, now we have the DW Roundtable 



::: projects designed to help the hobby 
in a practical way and, at the same 
time, give those who would like to be 
more active in the hobby a chance to 
participate in its work without as» 
| suming the burden of publishing a 
'zine or running a game. I believe 
these are important opportunities .and 
I urge you to take advantage of them, 
or other opportunities as they be- 
come available. For too long Diplo- 
macy has had to depend on the efforts 
of a few over- extended individuals. 

After our previous organization- 
al experiences as a hobby, which usu- 
ally treated group activities as 
super- Diplomacy games, we need to re- 
learn how to work together, talk to- 
gether, and play together — as indi- 
viduals, not as organizations — to 
counteract the game's inherent div- 
isive tendencies,* The DW Rountable 
and the BBB project will help do 
that. We have to learn how to put 
the game aside when we work together 
for- the common good of the hobby. 
We have to keep reminding ourselves 
that we can't run the hobby the same 
way we play the game. Until we learn 
that lesson, there will be no real 
Diplomacy Community, 



e BBB. Rnth of the hp arp 



TWO TO GET 

'ZINE DIRECTORY ' 82. . . $1 from Mike 
Mills, k7 Mayer Dr., Suffern NY 10901* 
Digest-sized, 28 pages. Has separate 
sections for ' zines. . „U.S. , Canadian, 
European, Service & Organizational* 
Lists publisher's name/address/phone, 
basic facts about the 'zine, longevity, 
fees, description. This is an essen- 
tial guide to the hobby. This would 
be inexpensive at twice the price, for 
the amount of information it delivers* 

BLACK MD BLUE BOOK. .. S3 from 
Larry Peery, Box 8i*l6, San Diego CA 
92102. Digest-sized, Ifi pages plus 
insert. Provides authoritative and up- 
to-date coverage of the California 
Diplomacy scene. Includes articles, 13 
pages of player listings, plus other 
listings. This is the beginning of a 
statewide network of communicating Dip- 
lomacy players which has been talked 
about, off and on, since at least 1976. 
If you are a Diplomacy player in (or 
near) Calif ornia ? you would do well to 
obtain this publication 

And DIPLOMACY WORLD would like to 
congratulate Mike and Larry on jobs of 
research, collation, and publication 
well done. These are outstanding 



GUEST "EDITORIAL 

Before You Lower the BOOM 

Hark L. Berch 



Conflict and controversy have been 
an integral part of the Postal Diploma- 
cy Hobby almost from the very start. By 
and large, this has contributed a great 
deal to the hobby. The changes made in 
the 1971 Pulebook were largely a product 
of extensive debates in the mid and late 
60s over flav/s in the 1961 Rulebook. 
Arguments have raged over how strict a 
GM should bej the relative merits of 
Florida, California, Texas, and Wiscon- 
sin oranges; scoring systems for Tour- 
naments,* the Vietnam War; "Strong Sec- 
ond" versus "Win Only" playing styles; 
and dozens of other topics* These have 
added a vital liveliness to dipzines, 
and have created interactions between 
people beyond just playing games. 

But all too often, these discus- 
sions have taken a nasty turn. Criti- 
cism becomes destructive, language be- 
comes vituperative, and such bad feel- 
ings are generated that people have 
quit the hobby in disgust. This seems 
to happen much more often in the hobby 
than in the "real" world. Why? I have 
some perspective on this, both as a dis- 
pensor and a recipient of criticism. On 
occasion I have tried to mediate, to un- 
do some of the damage that occurs when 
arguments have turned very sour. And in 
reading through hundreds of old 1 zines 
in my archives, I've observed many argu- 
ments flare up, some constructive, some 
destructive. I've come to the conclu- 
sion that there are certain dynamics 
which are responsible for a great deal 
of unnecessary hard feelings. 

1. The Unspoken Difference . We 
are all familiar with the give and take 
of spoken criticism in the "real world". 
Frequently, people assume that this pro- 
cess works pretty much the same in the 
printed world of the hobby. There are, 
however, important differences, and v/hen 
people ignore them, or are unaware of 
them, they usually run into trouble. 

The first is the repetition factor. 
If you say something once, it hangs in 

the air for a fraction of a second, and 
then It's gone. It c:dsts only In mem- 
ory. But if you say it in print, it 
just sits there staring at everyone. 



Each time the target picks up your 
comments, he sees those same words, 
aimed at him again. And again. And 
again. 

Written sentences are often more 
ambiguous than spoken ones. In 
speech, the tone of voice, which 
words are emphsized, and facial and 
body gestures all can turn something 
intrinsically ambiguous into some- 
thing fairly clear. But in writing, 
we have only punctuation and under- 
scoring.*, a much more limited type of 
vocabulary and often ambiguous in its 
own right. 

Third is the size of the audi- 
ence. Most spoken criticism occurs 
v/hen the speaker is one-on-one with 
the target, or in a small group. 
Criticism in a 1 zine is akin to 
standing in front of a room or audi- 
torium full of people. And that room 
may contain "reporters" (other 1 zine 
pubbers) to spread the word further. 
In conversation, the target is likely 
to know most or all of those hearing 
the criticism, and can address them 
directly if need be. But criticism 
in a 'zine reaches a lot of "stran- 
gers" • 

Perhaps most important of all is 
the ability to react immediately to 
feedback. Suppose you say something, 
and you see the target is, perhaps 
unexpectedly, taking it very poorly. 
You have a number of options you can 
deploy immediately. You can take it 
back right away, before he has a 
chance to get really mad. You can 
defend it, explaining what you mean. 
You can claim you misspoke. You can 
modify it. You. can make a joke out 
of it. You can belittle it ( e. g. , 
"Yes, and not only are you a fool, 
but I'm a bigger fooll") You can 
rephrase it. In short, in speech, 
you have a variety of ways of imme- 
diately reshaping what you've just 
said to take into consideration how 
the target has reacted, if you so de- 
sire. Not so with print. Once It's 
out, it's immutable. Any action from 
you is a month or so off, far too long 
to modify what you've said 



affectively, in most cdEos, ::: i 

Th*?re are other differences, but 
chose are the ones which, so far as I 
can aee, gut people into the moat trou- 
ble v/hen they assume that saak en and 
written criticisms operate the same. 
The bottom lino here is that written 
criticism requires much more core in 
how it is v/ordec. 

P. "All Pules Ar e C ff!" V/o all 
know how we want to be criticised. V/e 
naturally want tc receive a copy prom- 
ptly, so we know what is being said 
about us, regardless of whether we want i 
to resoond. V;e want the accuser to a- 
void abusive language, ind we want 
the right to reply in that ' zine. Yet, ; 
all too often, when A attacks B, A gets \ 
so mod at B, or decides the.: B T s beha- | 
vior is so aespi cable, that he decides \ 
that B is not entitled to the protec- 
tion of some or all of these rules. ; 
Time and time again, I have seen pub- ; 
lishers say that certain people are not j 
untitled to copies of an attack (be- \ 
cause it "won't do any good" or some | 
such rationalization), or use the kind j 
ef language that they would resent be- ! 
ing used against them. I 

p. Penchant for Paraphrase „ In j 
my opinion (which I'll admit is not u- j 
niversally shared) the best way to be- j 
gi n a c ri t i c i sm o f so in cone's position j 
is to quote exactly what it is they 
have said on the topic. Yet, more of- 
ten than not., people resort to para- 
phrase. The great majority of para- 
phrasings I've seen involve significant 
changes. I'm sure in most cases the 
changes are not deliberate. But it is 
all too easy to read into what was i 
written something beyond what was real- 
ly said: the implication that you 
think is obvious, but he didn't actu- 
ally say; the premise that he surely 
must have "assumed". If you want to 
point out the implications, or the hid- 
den premises of what was said, fine, 
but label them as such-- don't para- - 
phrase things so as to make it sound as 
if he actually said those things. Oth- 
er times, people paraphrase things to 
simplify what was said. But such a 
simplification often erases a distinc- 
tion which was very important — even 
though It may. In your opinion, but a 
distinction without a difference. And 
people, when they paraphrase, often add 
an edge, a sharpness, to the comment. 
They turn a criticism of a person's 1- 
deas Into a criticism of the person 



himself. Although paraphrasing is 
quite common, the dangers in doing 
this should not be minimized. I can 
say that personally, nothing Irritates 
me more than opening a Dip zine and 
finding attributed to myself a posi- 
tion I've never taken. 

4. The Private Contact . If a 
dispute Is not public, the decision to 
1T go public 11 is not one to be made 
lightly. In most cases, a vigorous 
attempt should be made to resolve the 
issue privately. Public discussion 
tends to harden people's positions, as 
few want to be seen publically backing 
down. This Is a particular problem 
for publishers themselves. They are 
in a sense cursed by their easy access 
to the public. They can dash off an 
angry editorial and --whammo — 50 or 
100 people hear about it in 3 days. 
The distinction between a private let- 
ter and one's 'zine tends to blur for 
pubbers, since the 'zine is often 
used in place of personal letters. 
But if you are actually trying to 
change someone r s mind about something 
(as opposed to making a public defense 
of something you've done, or as op- 
posed to trying to expose somebody's 
malfeasance), the private letter has a 
much better chance than a public one. 

5« Write Not in Anger . There is 
an old Chinese proverb: "Never write a 
letter when you are angry." Many peo- 
ple do not believe this, and believe 
that the white heat of anger is the 
best time to write. In this way, the 
recipient will get their "true" feel- 
ings. This is usually true. But It 
ignores the fact that for most people, 
when the blood is pounding, they just 
aren't going to be as cogent* In this 
condition, you are going to overstate 
the case, or use language so harsh as 
to be counterproductive, and the only 
"solution" you are likely to present 
is one where the other guy capitulates 
completely. In such a state you are 
unlikely to be able to leaven your ar- 
guments with any humor (except the 
most sardonic or bitter). What you 
say is going to reflect more how you 
reacted to what he said than what he 
actually did say. So before you res- 
pond, wait a few hours or even days. 
This point is also applicable to game 
correspondence. 

There are of course hard feelings 
(Continued on p. 38) 



Please Stand c% 

by Zlkin C. Q'G. Darrow 



Normally a Diplomacy game should 
proceed smoothly from beginning to end. 
We should, expect that at the end of the 
game the surviving Great Powers are- 
played by the same persons who played 
them at the beginning. This is not 
true in most postal games. The real- 
time length of postal play mak.es it 
necessary for many players to resign 
or drop-out. When this happens the 
Gamesmaster must choose between dis- 
rupting the game by leaving the posi- 
tion in civil disorder or finding a 
new player for the abandoned position. 
Most Gamesmasters will choose the lat- 
ter course. This fact creates a great 
opportunity for beginning players par- 
ticularly, as well as for those who 
enjoy playing in many games at once or 
with interesting positions. In most 
hobby publications, individuals may 
enter ga.mes-in-progress as "replace- 
ment players". 

Most persons presently in postal 
play know the procedure. A Gamesmaster 
will maintain a list of "stand-by" 
players who are willing to assume aban- 
doned positions in on-going games. If 
a player fails to submit orders for a 
given season, a stand-by plaer is re- ' 
quested to send orders for the next. 
If the same player again fails to send 
orders, the stand-by 1 s are used and he 
becomes the new player for that Great 
Power. Similarly if a player resigns 
a stand-by player is made the new play- 
er for that Great Power. 

It can be argued that the entrance 
of a new personality into a game can 
also be disruptive. He may choose to 
completely switch his country' s foreign 
policy and attack former allies. It is 
similarly argued that a position in a 
game belongs to the original player and 
that he may do as he chooses with it, 
including placing it in civil disorder. 

Although the right of the original 
player is acknowledged, we must con- 
clude that once his country is in civil 
disorder he has lost all interest in 
it. It Is true that if he were not re- 
placed he could later re-enter the game 
and submit orders for his remaining 
units. This has actually happened in a 



few rare instances but in general an 
abandoned position remains that way 
until its last unit is eliminated. 

If a country in civil disorder 
has only one or two units, it's not 
considered disruptive -by many Games- 
masters. Some will not replace a de- 
faulting player unless he has a cer- 
tain minimum, number of units. But 
it's a fact that in many games even a 
single unit may play a crucial role in 
determining the outcome of a game. 
It's therefore less disruptive to the 
game if every country which goes into 
civil disorder is given to a replace- 
ment player. 

Some players who have acted as 
stand-bies in the past have said that 
they do not wish to play small "hope- 
less" positions., It's true that such 
positions can be hopeless and there- 
fore frustrating to a player who 
spends time and postage trying to sal- 
vage it. Larger positions may be seen 
as offering more interest and chal- 
lenge because they offer more hope. 
But the stand-by player takes his 
chances. Some abandoned positions are 
quite large. Some are even very close 
to victory. Most are however very 
small because discouragement with the 
situation plays a large part in drop- 
outs and resignations. liven a very 
small position can be salvaged. It 
has been done in the past. It's, true 
that some very small positions have 
come to be under replacement players 
who have then gone on to victory or a 
draw. These ' positions are admittedly- 
rare. And some positions will appear 
hopeless and turn out to not be. 

Experienced and less-experienced 
players alike can derive benefit and 
enjoyment from acting as replacement 
players. This is an inexpensive way 
of playing in a large number of games. 
Most Gamesmasters charge stand-by and 
replacement players only the cost of a 
subscription. A few feel the service 
rendered is so valuable they will send 
copies of their ' zines free to active 
replacement players. 

The experienced player should be 
especially sensitive to the challenge 



contact by name positions abandoned ::: 
by others. Diplomatic skills can be 
sharpened, by the struggle to re- forge 
shaky alliances ana recover military 
strength ana momentum. It is impor- 
tant to know hov; to salvage a deter- 
iorating situation. 

The loss-experienced play-by-mail 
player will find replacement positions 
invaluable. I have already mentioned 
sharpening diplomatic skills* The 
newer player will also i'ind himself 
able to experience mid- game and end- 
game situations which he would other- 
wise not be in until he has been in 
the hobby for a year or more. This is 
a great advantage. 

This advantage is not completely 
tangible. It's gaining a sort of 
knowledge which can only be gained by 
experience. Many articles have been 
written about openings and the play of 
the early game. Aspects of the 

later game such as the highly important 
stalemate lines have been discussed in 
many articles. But success in the la- 
ter game cannot be based on tactics or 
strategies alone. Winning often de- 
pends on knowing the right things to 
do or say, and the right times to do or 
say them. This knowledge is primarily 
a product of experience and experience 
is gained through playing in many 
games. 

Many replacement players partici- 
pate in the game as if they believe 
they are only place-holders. This is 
most true if the position is a small 
one. The replacements frequently con- 
duct little diplomacy and adopt conser- 
vative "survival 31 tactics. I have nev- 
er felt that mere survival is a valid 
goal in this game. The game of Diplo- 
macy is played best when every player 
attempts to win the game himself and 
to deny victory to every other player. 
The challenge for the newly- entered re- 
placement player can be no less than 
that. It's not an impossible goal. If 
it's deemed unlikely by the replacement 
when he enters the game, then the chal- 
onge is that much greater. A great 
challenge should provoke greater inter- 
est. And it should provoke a stronger 
response. It should not provoke apa- 
thy and automoton-like move-making. 
This is the time to put all one 1 s dip- 
lomatic and tactical skills on the line 
and see what may be done with a situa- 
tion others may regard as hopeless. 



::: There are ways a replacement 
p 1 a y e r may i n c r e a s e h i s n o t e n t i a 1 i n 
the game. It is imperative to review 
the last several seasons of the game. 
The orders and press releases should, 
be closely scrutinised for what they 
will reveal about alliances and nego- 
tiations. 

Once the replacement is thorough- 
ly familiar with the game situation, 
he should immediately conduct an ag- 
ressive letter- writing campaign. The 
object will be to convince the other 
players that he is an active part of 
their game and that they should nego- 
tiat with him. 

It has never been my feeling that 
a replacement player is bound by past 
alliances and agreements. But I also 
do not feel that the promises of the 
previous player should be lightly 
thrown-over. Keeping already-made 
agreements is the path of least resis- 
tance. This easy path may also prove 
to be a sell-out of the player's posi- 
tion. The replacement player must be 
ready to examine his predecessor's al- 
liances and other pacts and to readily 
abandon those which do not serve his 
interests. 

I have said that a replacement 
player should not act as a conservative 
place-holder. My intent is to state 
the opposite. A replacement player 
should be daring and aggressive. By 
the time a game is in its later stages 
a player may feel he has invested much 
time and money on it. He may not wish 
to overly jeopardize his position by 
taking risks. Yet few victories are 
achieved without risk. The replacement 
player has no such investment. If he 
might otherwise feel inhibited he 
not be squeamish here. I do not say 
that risks should be rash. Diplomacy 
is the art of calculated risks and the 
replacement player can more easily 
"afford" to take them. 

Replacement players: be bold. 
Be resolute. A single unit can be a 
fortress. A pair of units can be an 
attack force. Not every taken-over 
position will Inevitably lead to vic- 
tory. But even a lost game will help 
sharpen diplomatic skills. 

Therefore I commend to all Diplo- 
macy players the replacement position. 
3 tan ding-by for abandoned positions 
will greatly aid players as well as 
Game sma s t nrs?. 
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VARIANTS 



j rUr^li-n^P 



V/iliORL TO BUY THEM 



There Is one professionally print- 
ed variants book, Diplomacy Games and 
Variants , by Lewis Pulsipher (tendon: 

td. , 1978). It is av~ 



Otrat ogy Games 
ailable, postpaid, for S5*50 from Game- 
science, 01956 Pass Rti. , Gulf port MS 
30501 or (in England) *L2.45 from Games 
Centre, 22 Oxford St., London WiA *fXF. 
It Is rarely to be found in shoos* It 
includes three il"xl6" maps plus rules 
for Colonization, 1939 » Struggle for 
Hegemony In Europe 1639-1815? Song of 
the Night, and others. 

The Science Fiction and F antasy 
Variants Package is a hobby publica- 
tion available^ postpaid) for 53 from 
Lev/is Pulsipher, 700 Morreene Rd. , Apt. 
C-ll, Durham PC 27705. Includes 3 Mid- 
dle-earth variants, Barsoom, The Dying 
Parth, Hyborian Age II, and several 
others. There are 9 maps, most of them 
usable with the larger v/ooden pieces. 

The North American Variant Bank is 
the repository for variants in Canada 
ana the U.S. NAVB-7/est is the Bank's 
archive and has a collection of about 
500 such games. ARDA 7 (#1.25 from Rod 
Walker, 1273 Crest Dr., Encinitas CA 
9202/+) lists ^-30 games of which players 
can order copies; updates appear in 
ARDA 8 and 9. Canadians may order from 
NAVB-North, John Leeder, 605 NW 15th 
St., Calgary, Alberta, Canada T2N 2B1, 
using the ARDA catalogue. D.17. 23 has 
a list of some variants available from 
NAVB-Past (Fred Davis, Jr., 11+27 Clair- 
idge Ave., Baltimore MD 21207). D.\7. 
25 lists several variants available di- 
r e c 1 1 y fro m L e w Pulsipher (address a- 
bove). Most Issues of DIPLOMACY WORLD 
contain variants. 

A more complete version of this 
Information column appears in DP 29 > 
and a brief history of variants, by 
Fred Davis , e op ears in DW 27 (with some 
follow-on letters in #28). 



In 



following variants have ail 
been designed by Martin Janta-Poic zyn- 
ski, a Belgian variant fan of Polish 
ancestry. Ail have been published in 
Euro jo some years ago and one, Diplo- 



matic Diplomacy 



in 1976. 

in North 



The others 
America for 



eared in BUSiPVACKIR 
0 r e h ere 0 u b 11 s h e d. 
the first time. 



TREACHERY 



I. This variation of the gome f 
Diplomacy (197T c d . ) , which I dedicate 
to Michel Piesnara, pioneer of Diploma- 
cy in Belgium, has the same rules as 
the regular game, except that v/ith each 
season each player in ay send one M trea- 



dle rou 



croc r 



XL. 



) r 0. e r i 0 r 0. 



uni t of an: t her power. This order is 
fsiloY;ed in lieu of the origins! order 
i t r e c 0 i v e 0 ( s uo no so the c o rim a n di n , 
'eneral ha 



'O 



t^.u-o-_L ^ iico passed over to the enemy). 

The Gamesmaster does not reveal v/hich 
are the treacherous orders nor v/hor^ 
they came from. In case a unit re- 
ceives tv.'O or no re dlf f e rent tree oner- 
ous orders from other powers, these or- 
ders are not followed and the "legal' 1 
order remains unaffected. 

2- Pxomoic : Paring 1901 . 
stood of the standard stand-off 



11: 



PRAPCw: 
we could have 
DP GLAND: 



on-.: ;ng 



PRdPCH d Pre- 



PPADCP: ? Pre 0 PPGPIOP P' ton-dug 
resulting in another "stand-off" since 
neither sunported unit was so ordered. 

p. The interesting part of "Trea- 
chery" is that you may argue with your 
good ally that your stab was not in 
fact a stab, but the treachery of a 
third party. Pr you may cause "over- 
good" allies to fall out. 

^. Another version, called "Peak 
T r e ac h e r y " , p e rmi t s t h e sen d.I n g o f 
treacherous orders to a power only af- 
ter it has less units than every other 
remaining power, and permanently 
thereafter. There is no treachery in 
1901, thus, nor possibly during the 
whole game. 

//One can also envision a third 



version, "Strong Treachery 1 ' 

E t)K>AT|3 



. RW// 



DIPLOMACY 



1. Before each Pinter season (for 
the first time prior to Coring 1901), 
the Gamesmaster assigns a Great Power 
to each player by lot. 

2. "After each Poll, every player 



!!! 11 iii 

g e t s : 

2. L Tor o-;ory new supply center 
occupied by the ^ov/ur he/she playeu 
ohe.t year: 2 points (1 point in 1901) . 

2*2. Tor every supply ■■: n I ■ . r lest 
oy hie rOv/er, -i pexrnt . 

3. The i^ane ends when 1 (er 2) 
power has been eliminates. The player 
with the mo st points vine. 

if. Though it is still useful to 
cooperate with your ail ices, the circum- 
stances under which you could do so 
will vary dramatically. This vo riant 
sheuic teach us to cope with our rapid- 
ey on anting word a. 

DIPLOMATIC 

DIPLOMACY 

A. This variant of Diplomacy is 
cloyed in 3 seasons per year (Spring, 
Tall, winter). 

3. The only special rule is that 
if a. unit of ony fov/er occupies a new 
supply c enter, other Towers are allowed 
not to give diplomatic recognition to 
this fact* 

C. Tor such non- recognition to be 
e i f ective : 

Co.. The dowers not recognising 
the new ownership must be a majority of 
the Towers playing ( i. o* , k out of 7 or 
6, 3 out of p or k 9 2 out of 3) . 

Cb. These Towers must own a maj- 
ority of the supply centers (16 at • 
least in the regular game). 

Cc . They must all send their 
1 ' no n~ r c c o gni t i ■ j iV • orders the Tinder 
following the capture ex the new center 
in question and re coot their orders 
each Tinter as long as they wish to see 
the no n- recognition effective (the com- 
position of the non-recognizing .Powers 



may vor 



1 eng 



retain the 



d aibie no j erd ty) . 

Dm ns long as o non-rocagni ti cn 
1 s o f f e c t i. v o , t h o ? ; w e r e .['fee t e a mo y 
not own the sup ml y center in quosti on, 
e . - o build for it, although he may occu- 
py it militarily, 

d. The purpose of this variant is 
to test the resolution or players to en- 
gage in "'inteernaticniooie' ei las- cy, to 
work cut o cert jf 'TSocictc dos Rations 1 ' 
end not restrict themselves to elpTomacy 
oy To a.i: e g. e. 

DIPLOMACY // 



1. 



o 



-r— r- 

• ta 



,..e c 



Tils vari nt f 'T o.L 
regular rui^s, Tut Tntr'0:uc:.: 
a new tyee f (air) unit, tin: 'Ting. 

1. a. A ding may ;niy -say ^n a 
land so occ oogofber with my one unit 
( A .> r T) .3 f t h e sam " .-'a w o r ( n :: to o 
eings to/p. trior; a T'Ang C'on-vt e::Tst 
b y 1 1 ;;: el f at t h o end o j? o e; a- s o n ) 



o*. 



nders: 



th 



2-1. eings may be ore ore a to move 
convoy, es j 1 they were ormios; 
space of cestinstiori must bo oc- 

tho same 



c union by a unit ( A or T) 
power at the and of the season; or 

2. 2. sup . ■ o r t on o t h o r uni t ;; i n 
toe same space, in any adjacent space, 
.j r a n. y spac e a d j a c e n t to an a a j a cent 
sp«QC o. support may bo given over a 
b o oy o i wai e r or over Cwi t z e r 1 an d «. 
support of Tings is never cut, and 
supports of different Tings never in- 
terfere oath one another. 

2.3* The !, ciOYG !i order is not al- 
lowed for Tings. Thus Tings may never 
occupy supply centers. 

j^J^tr oats: 

J.l. Tings must, retreat when the 
units they are with are dislodged, or ' 
novo left the spaces they are in with- 
out replacement. dust's Right-Hand 
Pale is used if no suitable retreat 
order v/as given. If no suitable re- 
treat space exists, the Ting is dis- 
banded. 

3.2. Tings may also retreat vol- 
untarily to a suitable space. This 
compensates for the inability to 
1 ' mo v e 11 no r m o.i 1 y . 

3*3« In practice a player gives 
his retreat options in priority, un- 
derlining those which are vol untary. 

3.4. Txample : ITALY: V/ Ten R- 
Tri , Trl? Rom, Anu. of a retreat to 
Tri or Trl is possible, it would, be 
done in any case; Tri first if pos- 
sible. If the Ting must retreat, said 
cannot go to Tri or Trl, it will go to 
Rom or Apu (Rome first if possible); 
if neither wore possible, it could 
retreat to fie or Tus. If no adjacent 
space is available (none of them is 
occupied by an A or F of the same 
Tower), the Wing would be disbanded. 

/_{■. Raising Tings : S ever al al t e r na- 
tives could be envisaged here. 

A,i. The normal option for the 
regular game is the following: 

?r Control Towers (Austria, Ger- 
many, Italy) raise 1 Tins in Tinter 
(Continued on a. 20) 
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X ME ALT 'TriNATIVFS 

'when Aval on Hill c eased using the 
traditional wooden blocks for Diploma- 
cy 1 o armies and fleets around the mid- 
dle of 1961, almost all of the game's 
players were unhappy* Replacing the 
standard pieces after twenty years of 
use was seen ay many as almost in the 
same league as altering the shape of 
Chess pieces. Besides having the aura 
of tradition, the blocks also performed 
the useful function of indicating sup- 
port orders by being placed in a dif- 
ferent posture. Some people played 
with their armies standing up, and laid 
the blocks on their sides to indicate 
supports; some played in the reverse 
made. Neither method was ever declared 
"official", but both served. This can- 
not easily be done with the stars and 
anchors included in today's sets. 

It was inevitable that people 
would begin looking around for substi- 
tues for the wooden blocks. For the 
past several months, I have been col- 
lecting various suggestions to pass on 
to the Diplomacy hobby. This informa- 
tion should be of special interest to 
the newer players, who have only the 
star- and- anchor sets. 

Very early the Creative Publica- 
tions Catalog was brought to my atten- 
tion. This firm makes school equip- 
ment for Grades K-12. There are sever- 
al different packages of wooden and 
plastic cubes available. A batch of 
100 unpainted wooden 1-cm. cubes, Cat- 
alog No. A. 30060, is available for $U* 
A set of 100 larger wooden cubes, with 
2-cm. sides, is available in both plain 
and 6-coior packages. The unpainted 
cubes, Cat. No. 36620, cost $h , The 
painted cubes, Cat. No. 36622, cost 
S3. 75- They come in red, purr-le, blue, 
green, yellow, and orange; the first 5 
of which can be used to represent A, F, 
F, I, and T, respectively. The orange 
cubes should probably be held for 
spares and variants. The plain blocks 



could be u 



is for Russian pieces, 



and some of them could be tainted black 
for German units. 



by Fred C. Davis, Jr. 

There are also packages of i-cm. 
plastic cubes in 10 colors, including 
black and- white, selling in a "oackage 
of 500 for $15 (Cat. No. 36610). 
These are interlocking, so Fleets 
could be made quickly by snapping 3 
together. The standard Fleet pieces 
are exactly 3 cm., long. 



In additi* 



n 



unpainted sticks 10 



cm. long and 1 cm. square are avail- 
able @ Z9 for 50 sticks. These could 
be cut to make 3 Fleets each, if you 
don't mind painting them yourself. 

Theoretically, Creative Publica- 
tions sells onlyto schools and teach- 
ers, but they'd probably respond to a 
neatly written request for a nevr Cat- 
alog. Their address is: P.O. Box 
10328, Falo Alto CA 94303. You should 
obtain a Catalog before ordering any- 
thing by mail, as each one contains an 
order blank. Also, there is a mailing 
and handling charge on top of the pri- 
ces quoted here, which you should ob- 
tain from the most current Catalog, 
since this may change from time to 
time. You could also check school 
supply stores to see if they carry 
these or other wooden blocks in stock. 
The school supply store near me said 
they'd be glad to special order the 
cubes for me if I wished to order 
through them. 

If two or more people could order 
together, you could save money. By 
ordering one package each of the un- 
painted and colored 2-cm. blocks and 
the 1-cm. snap-together cubes, for a 
total of $31.75,, plus mailing, you 
would have enough material for two 
full Diplomacy sets, with plenty of 
pieces left over for spares or vari- 
ants. You can assume that with 6 col- 
ors, there would be at least 16 cubes 
of each color in the colored-block 
package. To this you add 16 plain 
cubes for Russian armies, and 16 black 
-painted cubes for Germany, saving the 
odd-colored cubes for variants. For 
mass production, you'd need only one 
set of the unpainted 2-cm. cubes for 
each three sets of colored ones. 
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'Monte ssori blocks could also be 
used for Diplomacy pieces* The 3-cm. 
Montesscri block is a perfect size for 
a Fleet, The 2- cm. blocks, when stood, 
upright ? could pass for Armies. How- 
ever* all Hontessori blocks of the 



are 



the same color 



so 



same j_en_ 

you'd have to do a lot of repainting. 
I also doubt that you could order only 
the 2- and J-cm. blocks, and full sets 
(of all sizes) are expensive. If you 
happen to have access to such blocks, 
it's comet hi n g to t hi nk ab out, You 
could always cut the longer pieces to 
the right size, of course. 

Don Dorcy, owner of Dorcy Modeks 
in Chicago, has made some lead castings 
of World IV'ar I battleships and tanks, 
which he informs me could be used as 



The battleship, 
a model of Dread- 



Diplomacy pieces* 
which appears to be 
nought herself, is just a few milli- 
meters longer than the standard Fleet. 
The tank is a "female", meaning it 
carries only machine guns instead of a 
cannon. It is 7/8 1 ' or 21 mm. long. 

Dorcy Models will sell these pie- 
ces, unpainted, In batches of l\ of the 
same piece @ $1 per batch. However, 
there will be a flat fee of $1 on each 
order for shipping and handling. Ob- 
viously, this means that if you are 
interested, you should order a large 
number of pieces at one time. I had 
calculated that the minimum you could 
get by with for a full order would be 
the usual 8 Armes for each country, 
plus 8 Fleets for England, U Fleets 
for each of the other 6 Powers, and k 
extra unpainted Fleets for spares. In 
other words, Ik batches of Armies and 
9 batches of Fleets, for a total 
cost of $23 plus $1 for nan 
dling. This may sound ex- 
pensive, but if you are 
handy at painting 
models, you'd have 
a good-looking 
set. You could 
always order more 
than the minimum 
number of Fleet 
pieces, if you feel 



were 
make 
that 



the t ank . 

your order; 



that 9 batches are not enough. 

Dan has also stated that if there 
sufficient interest, he might 
a casting of "a pre- dreadnought 
would be more In the right time 
period". He was also thinking of ma- 
king a little block of marching infan- 
trymen, about 3/<V ! x-J"x^" , in lieu of 
If you're interested, send 
; to: Dorcy Models, 18^1. S. 
Halsted St., Chicago IL 60608. Men- 
tion that you're a Diplomacy player 
and order so many batches of "Armies" 
and of "Fleets", and he'll understand 
what you want. 

The really good news is that Wad- 
dington* s House of Games in Toronto, 
Canada, still mak:es old-fashioned Dip- 
lomacy sets, with wooden blocks and 
the original map. However, these can- 
not be ordered from the United States, 
since Avalon Hill has exclusive sales 
rights within the country* They can 
be ordered through Ronald J. Brown, 
publisher of SNAFU I • The cost will be 
322 (US), payable in advance* His ad- 
dress: R.R. #1, Low, Quebec f CANADA 
JOX 2C0. Allow at least 6 weeks for 
delivery, as the mails between the U.S. 
and Canada run slow and Ron will prob- 
ably wish to accumulate orders and mail 
several sets at once. 

Waddington 1 s also sells the wooden 
blocks separately, at $5 per set, but 
only by mail order to their home of™ 



fice. We* re 



what 
take 



a "set" 
to fill 



still trying to find out 
is, and how long they 
an order. As 




LOW Dohj 
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these facts art: known, they will be re- 
ported hero. It would make economic 
sense simply to order the blocks to go 
v/ith your present Diplomacy sets. 
Even if a "set" turns out to be only a 
half-order of 56 pieces instead of the 
full 112, it may be worthwhile, since 
this would permit you to start a game 
v/ith the traditional pieces, and only 
use the stars and anchors for the ex- 
tra units as the game progresses. If 
you v/ant to take a chance now, without 
knowing precisely how many blocks 
you'd be getting, you may send Ron 
Brown a check for S5 (US) for a sot. 

If you arc positive that you will 
be attending DipCon XV in Baltimore in 
July, you can ask Ron to deliver your 
Canadian set or blocks to you there, 
as he plans to drive down to attend 
the convention. In this case, it will 
be up to you to locate Ron at DipCon 
and identify yourself. Y/e hope to have 
an announcement, and perhaps a display 
of a Canadian set and an order of 
blocks, at the signup table for the 
Tournament. We hope Ron will be right 
there with his sack of goodies. There 
is a limit on just how many sets Ron 
could bring along, so it's a matter of 
first come- first served on this ser- 
vice. 

Another party was planning to man- 
ufacture wooden blocks in several si- 
zes, including the sizes used for Dip- 
lomacy Armies and Fleets, as replace- 
ment parts. Unfortunately, his plans 
have had to be postponed for at least 
another 9 months due to circumst an ces 
beyond his control. Y/e will let yo.u 
know about this enterprise if and when 
it gets off the ground. 

If anyone else decides to manufac- 
ture wooden blocks inside the U.S., 
there are two points he must keep in 
mind in order to avoid any conflict 
with the Avalon Kill copyright. 

1. It must be an amateur, hobby- 
oriented operation. Advertising should 
be limited to the hobby press and the 
various Diplomacy tournaments. 

2. You should offer the parts not 
merely as Diplomacy pieces, but also as 
replacements for Risk, Monopoly, and 
other board games. It is advisable to 
describe the pieces not as Fleets and 
Armies, but by their dimensions ( i. e. , 
U" long, 3/6" wide, and £" high; and 

It) v — 1' V 



For something different, you 
could consider the British Diplomacy 
sets. These have quaint flat barge 
shapes for Fleets, and rather squat 
shells or bullets for Armies, all made 
cut of a low-quality plastic material. 
English units are pink, and Russian 
ones are lavender. Again,, the rule 
against importation into the U.S. ap- 
plies, but if you have an English 
friend or plan to take a trip to Bri- 
tain, you might v/ant to look into 
this. The British manufacturer is: 
Philmar, Ltd., Dace Rd. , London E3 
2NH, ENGLAND. 

And here's a last-minute flash. 
Avalon Hill still has a small supply 
of the "wooden" (actually a plastic 
substitute) blocks for sale @ $10 a 
set (plus the usual 10% postage and 
handling). This consists of all 112 
pieces. If you hurry you can get some 
before they* re gone forever. One bit 
of advice. The Italian units look so 
much like French pieces that you 8 11 
probably v/ant to take some Test or* s 
paint and repaint them a more positive 
shade of green. 

One way or another, I believe 
that those people who are really in- 
volved in the Diplomacy hobby will 
manage to retain the tradition of us- 
ing wooden blocks in their FTP games, 
even if they joined the fun after the 
new sets came on the market • Where 
there's a v/i 11 there's a way. 

//Some quick additional comments. 
First, the new plastic pieces still 
have some problem in distinguishing 
French from Italian units, so the or- 
iginal difficulty is not completely 
resolved. The stars and anchors can 
be laid down or stood on edge, but 
this does not create much of a differ- 
ence when viewed from any distance. 

//Please remember that advertising 
that you have (privately manufactured) 
"Diplomacy pieces", per se, for sale 
is a clear violation of Avalon Hill's 
rights. . .unfair as well as illegal. 
The best tack to take is to make clear 
that your pieces are in no way "offi- 
cial" and are intended only as substi- 
tutes or replacements for those provi- 
ded by the manufacturer. 

//Meanwhile, if you wish AH to go 
back to blocks, a letter telling them 
so wo ul d not be ami s s . • . • RY// / 
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the DiPLOUAcy zee 



Text by 

Guy Hail 

Art by 

Elizabeth Hail 




Here are four exhibits from the Diplomacy 
Zoo. Have you played with animals like 
these before? 



1. THE INVARIANT VULTURE. 
The Vulture is a player who makes 
his mind up about whom to attack. 
After that, he will not change his 
mind no matter what the circum- 
stances or what agreement you of- 
fer* He regards any attempt at 
negotiation or friendship to be 
part of a strategy for counter- 
attack. 

2. THE RAPACIOUS RODENT. The 
Rodent is a player who regards 
those weaker than himself as lit- 
tle more than neutrals such as 
Serbia. Instead of allying with 
the weak against the strong, he 
always allies with the strong 
against the weak. This almost al- 
ways results In a drawn game. The 
Rodent also re gar as any attempt at 
neutralizing an area unworkable 
because he believes no player can 
be trusted to act as promised, 
even if the agreement is to the 
other player's advantage. 



3. THE WEAK-WILLED WARBLER. 
The Warbler is a player who, when at- 
tacked, promptly hands over his entire 
country to your enemies in an attempt 
to promote discord even if he will no 
longer be in the game. He will only 
defend against you, even though 
others threaten him. 

Zf. ELSIE COUGHLAN. Elsie is 
the pet (or mascot, or whatever) of 
Gary Coughlan, editor of EUROPA EX- 
PRESS. She doesn't play Diplomacy and 
just dropped by to watch the others. 
//Probably the best policy with- these 
turkeys. . . .Rv7// 

That can't be all to the Zoo..* 

there must be all sorts of interest- 
ing fauna in the hobby. We would 
like to see perhaps other collections 
of Dip-beasties. They should be both 
true and humorous (which In this hob- 
by, ain T t hard a-tall). 
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WINS: 



A COMPREHENSIVE J^OG 



tT&ly haajaad far fswer wjrrs 
y other country in posttarinifay 
rius 5 to the extent that winning is 
the point of the game, Italy can be 
insidered the most difficult count 
o play. Probably in response to t 
ere have been more articles writte 
the play of Italy than any oth 
ountry, including some of the most lex- 
otic openin^sMrm^ginable. 

propose a somewhat different 
proa«Tij*ere: An examination of the 
games Italy actually wW, to see what 
lessons can be drawn, aoth for Italy 
and for other countriesi To do this, 
I examined all Italian wins in North 
American games reported through EVERY- 
THING #51- The only onj£e>excluded were 



'//INNING VJJTH A LOSEft^... by Mark L. Berch 

LlZ 2: CENTERS HELD IN OPENING GAME 



tha.n 




games labeled as "iri^e^lais" due to GM- 
ing improprieties. r £his gaVe a total 
of 73 games, more than eno^igii-<to draw 
some significant conclusions* 

Of these games, 82% were won\by 
the original players. The argument^ xs 
sometimes made against the use of r< 
placement players that it is unfair t 
credit someoneruvith a win 



n' t ola 



ever, 
occur 



TABLE 1 



1905 
1906 
1907 
1908 




na every 
Italy, 



when he 
season* 



has- 
How- 



this doesn T t 



ON OF YEAR- OF- WIN 



igoa - 8 1913 - 8 
1910 - 15 1914 - 3 
1911/ - 4 1915 - 5 

191? - 8 1916 - 2 
1921, 1922, 1923, 
ach; the median is 
in 1910.) 

A few people, including V/alt Bu- 
chanan, John Smythe, and myself, have 
won twice with Italy.., and I understand 
that a game not yet recorded in EVERY- 
THING will bring Kathy Byrne to 3 win, 
with Italy, an astonishing feat."* '< 

Next, let's have a look at hew 
aiian winners do in their first three 
years. For these numbers to have any 
meaning, they must be compared to other 
Italics. I define a "decent draw" as a 
2-, 3- 5 or ^--way draw. There we£fc 107 
of those. And for comparison, I selec- 
ted 107 games at random where Italy 
neither won nor drew. 



Average; M: Medi an J 



1901 
1902 
1903 



WINS 
Ave. M 

5 
7 



5-38 
6.70 



DEC. DRAW 
Ave, M 

^. 98 5 
5.98 6 



Lo o S 
Ave, M 
/f.02 k 
^.32 if 
4.15 h 



The 1901 results arc instructive. 
Wins and draws are not distinguished 
yet. What is interesting is the per- 
centage of games In which the player 
;ot at least 5: Wins, L+0%; Draws, 32&; 

ses, 18$. All too many Italian 
plaVers start with the attitude that to 
do well, tney've £0 t to pick up a sec- 
ond anild in 1901 « And since Austria 
Is the best bet for an extra build., 
they Vend to shut off other lines of 
thinking. This is not true* Well over 
half the\winners had only 3 or 4 cen- 
ters aftefSL901, and 2/3 of the decent 
drawers simrL^rly did not reach 5* As 
for the losersT^^^ir^ problem was a 
larger number of 3s ^17* While some 
of these doubtless &<ose from a betray- 
in Greece, I suspecTt><there were many 
move^Vailures here, so theP^gure for 
decent\y played Italian loser's^is prob- 
ably Ip-gn^r than Zf. 02. 



In jtf 



r* 1 



902, the It, 



the 



ian p_baver 
usctiiHis oi\ 
have actaled 
drawees 
/f, and 
(though 
902), The 
drawers 
The 
ether you 
you have, 
rself on the 
arely if you 
dinners fails 
border) , I f you 
atioh is not yet hope- 
28/0 of the winners had 
3% of the drawers also, 
if you want to win) 
serious--you cannot 
just saying that you' re 
_ 3low start. You 
should in 1903~be prepared to take 
sizeable risks, diplomatic and/ or tac- 
tical, because in fact you don't have 



can start to kake some ev 
his position. Vine winner, 
0.9** of a supplV-^"^t er, 

not quite keeping up wit 
the losers lagging 
curiously, they too 'grow 
difference between 
is not quite signlfic 
question to ask yours 
have reached 5 cent 
you can stlli con si 
winner's tracg (but 
have 5; the med. 
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a great deal to lose* Given a choice 
between a plan which guarantees 5 in 
190.3? or a risky plan for 6, unless 
the rest of the board looks quite fav- 
orable to you go for the latter, 
because you must start catching up. 

In 1903 we can see significant 
separation between the three tracks. 
Only i+bfib of the winners have 6 or few- 
er centers, while 66/6 of the drawers 
do* Only 2$% of the winners are at 5 
or fewer. So a player who moves from 
^. to 5 centers in 1903 is only marking 
time. The difference beween winners 
and drawers is not all that striking 
as of 1 903 j but it is visible (by con- 
trast, the difference between winners 
and drawers for Austria doesn't appear 
until at least 190^-- see D.Y/. #16). 

So much for the opening game. The 
midgame would be too much work; so 
let f s have a look at the endgame, and 
see where Italy's 18 centers came from: 

TABLE 3: CENTERS IN ITALIAN WINS 



Gen 


. % 


UK LY 


VC 


Gen 


% 


UK LY 


vc "s 


Nap 


100 


100 


0 


0 


Sev 


56 


60 


11 


if. 57 


Veh 


100 


100 


0 


0 


Mun 


kl 


33 


2 


.67 


Rom 


100 


100 


0 


0 


Bre 


35 


kl 


1 


.25 


Tun 


100 


100 


0 


0 


Mas 


32 


53 


6 


2.95 


Gre 


9k 


100 


1 


.25 


Par 


29 


33 


1 


.33 


Tri 


91 


9k 


2 


1,25 


Lon 


26 


13 


2 


.67 


Ser 


88 


100 


2 


.k5 


Bel 


18 


33 


0 


0 


Bui 


85 


87 


> 


• 53 


Lpl 


13 


20 


0 


0 


Mar 


85 


87 


3 


1.83 


War 


18 


67 


1 


.50 


Bud 


82 


80 


■7 
J> 


1.17 


Ldi 


15 


13 


2 


• 58 


Con 


82 


87 


0 
(_ 


.67 


StP 


12 


7 


2 


• 83 


Spa 


82 


87 


6 


3.20 


Kie 


12 


7 


1 


.25 


Vie 


79 


80 


Z 
J 


• 73 


3er 


12 


20 


0 


0 


Smy 


79 


87 


2 


.58 


Hoi 


6 


7 


1 


1.00 


Rum 


71 


87 


5 


l.*f5 


Den 


6 


8 


1 


.83 


Ank 


68 


73 


5 


1.70 


Nwy 


3 


0 


0 


0 


Por 


62 


60 


2 


.^5 


Swe 


0 


0 


0 


0 



In the first column is the name of 
the center, followed by the percentage 
of games in which that center was held 
at game's end. To get these, I used 28 
games in which Italy had exactly 18 
Centers, 3 17-center games, and 3 19- 
center games, for a total of 34 games. 
The "UK" (British) figures came from 
Pete Birks' compilation in GREATEST 
HITS #93 • His methodology was somewhat 
different. He had 15 games: but In 
games where Italy did not reach 18, he 
added additional centers when it "has 
been made clear what those centers will 
be". This slightly dubious method may 
have been used to give enough games 
for a decent .analysis. The numbers 



can't be exactly compared, because 
while the North American games of 
course average 18, the British games 
average 19.1, so their percentages 
for centers below 100% tend to be 
higher. LY, or Last Year, Indicates 
the number of times that the center 
was seized in the final year,. VC, or 
Victory Center, is a. more sophistica- 
ted method of measuring the same, 
thing. If only one center was cap- 
tured in the last year, then that one 
obviously gave the victory, so it got 
the whole point. But if N centers 
were taken in the last year, each one 
gets only 1/N point s as each contrib- 
uted only a fraction of the victory 
center- For LI and VC, only 1.8- center 
Italics were used (28 games)* 

One striking thing about the 
North American percentages is the all- 
or-nothing character of them. Of the 
34 centers, 17 (half) are either held 
almost always (88$ or more) or quite 
seldom (15% or less). Indeed, if a 
^ swing center" is one held at least 
one game in three, but not more than 
two games in three, only Bre, Mun, 
Sev, and Por qualify. 

By comparing North American and 
British results, we can get some 
differences between the two styles 
of play. Excluding those 2+ centers 
for which the N.A. figures are 100%, 
the British figures average almost 
5 percentage points higher than the 
N.A. , so make a mental correction. 
There are several noticeable differ- 
ences. First, the British figures 
show a mucii higher occupation of the 
Russian heartland of Mo s- War, espe- 
cially War: the difference is drama- 
tic. The areas where the N.A. fig- 
ures are higher are somewhat more 
diffuse. The main one seems to be the 
greater occupation of the less acces- 
sible English home centers of Lon/Edij 
particularly Lon, which was taken in 
one game in four. Together, these 
two factors would indicate that NA 
players tend to be more fleet oriented, 
whereas British tend to be more army 
oriented. The other area in which NA 
figures are significantly higher is in 
Mun. To the extent that Mun can be 
considered as a western center, this 
again shows a more western orientation 
for NA players. Another, fainter, in- 
dication of this trend is the other 
pair of German heme centers. Ber and 
Kie are held equally in NA, but in 



Britain the more easterly, Ber, 
taken more often, Note also th 
icrence in the figures for Rum. 
course , 
fulness 
British 



was 
e dif- 

Of 

there are limits to the use- 
of this comparison, since the 
usea a different methodology 



and only 15 games. 

Next let's turn to the LY and VC 
figures* The most striking feature 
here is the considerable importance of 
Sev. Bev was taken in the last year 
in 39^ of the wins. The importance of 
Bev goes even beyond that. Note that 



os, though only taken in 1/3 of the 



the last year in o 
games. But in 
you usually must 
7ar is so seldom 



games, was taken in 
out of 23 13- center 
order bo get to lies, 
take Bev first, since 
taken. indeed, in those 6 games in 
which Mo s was taken in the last year, 
only once was Bev also taken in that 
last year (that was in 723P, in which 
77 ait Buchanan took 5 centers in 190% 
for the Italian win). So Bev is crit- 
ical not only in its own right, but 
also as a key to taking Mos. Mos will 
often be needed in those games in which 
Italy has not 
Northwest . 



penetrated well Into the 
It's interesting to note, 
in those 6 games in which Mos was taken 
in the last year, that : 
only one game was a cen- 
ter (Bed.) north of Ty- 
rolia also taken in 
the last year. This is 
also true of the games 
with 7/ar or Sev ta- 
ken in the last year, 
wi t h r a r e e xc e p 1 1 o n s 
(one game with a Den, 
one with a Par). 3y 
contrast, 'in the 12 
games which had no 
Bev, Mos, or 7/ar 
taken in the last 
year, most had 
centers such as 



Don or Bre taken in the final year. 
This reflects in part the limitations 
of the scope of the Italian fleet. 
Seizing the Black Sea and Nth or Ton 
( e.g. ) is simply too much. This 
shows the importance to Italy of the 
number of enemy fleets on the Black 
Sea littoral. If there are too many 
in Lhe mid.ga.me, Italy is going to have 
a very tough time taking Sev. Bither 
Russia will defend the accesses to Sev 
or (less likely) Turkey will try to 
make a stand there. The other thing 
it might reflect is that Italy can use 
his armies to hold and secure Mun only 
at the e xp ense of u s I n g t h e m ag ai n s t 
Russia. 

In the west, note the high values 
for Spa, as compared to Mar, even 
though both are taken about the same 
number of times. Mar Is nearly always 
taken before Spa, although in some res- 
pects Spa is easier to take. Note also 
that Per, admittedly not t .alien quite so 
often as Spa, has much lower LY/VC val- 
ues, indicating that Per, when taken, 
is almost always taken before Spa. 
Per, of course is a great help in ta- 
king Spa, and is usually seized by 
slipping in rather than a big battle. 




MUNICH 
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A final curiosity is Den. It was taken 
only twice, both times in the last year 
— ana I assure you this fact has zilch 
significance. 

Finally, let's have a look at how 
other countries fare when Italy vans. 
For this, I used the 73 wins, less 
those games in which Italy ended up 
with either fewer than 16 or more than 
20 centers. I figured that those games 
with Italy ending so strong or so weak 
would deform the numbers for the other 
countries, so 10 games were excluded. 

TABLE 4: ALL GAMES 



Austria 

England 

Franc e 

Germany 

Russia 

Turkey 

tabl: 



av; 



1*35 
3.56 
/f.OO 
2.89 
3.22 
0.71 



U.K. 

0.33 
4-33 
3.06 
3.06 
2.13 
0.40 



SURV. 

2h% 
56?° 
62% 
56% 
68% 
19% 



1ST CUT 

7 
10 

7 



2* 



10 



5: WHEN SURVIVING 



COUNTRY 

Austria 

England 

France 

Germany 

Russia 

Turkey 

In 

average 
end 



AV. 



5.67 
6.40 
6.46 
5.20 
4.72 
3.75 



MED. 

4 
5 
5 
4 
3 

3/4 



2ND . 

6 
17 
16i 

9 
12J 

2 



2ND 



3 
8 
12 
4 
7 
0 



Table 4 the first figure is the 
supply center count at game's 
The British figures (next column) 
are again biased by the methodology; 
add about 0.4 "to each for comparison. 
Next comes the survival rate and, fi- 
nally, the number of times that country 
was the first eliminated from the game 
(in case of tie, the point was split). 

l n Table 5 * we look only at those 
games in which the country survived. 
The columns are: Average supply cen- 



ters held at game's end; median cen- 
ters at game's end; # of times the 
country came in 2nd; # of times it was 
a M strong 2nd" (which I defined arbi- 
trarily as 10 or more centers). 

The first country one notices is 
Austria naturally, surviving only one 
game in four, and the first out in 42% 
of all Italian wins. This is about 
what one would expect. However, what 
was a major surprise to me was the hor- 
rendous showing of Turkey — much worse 
than Austria's. Turkey's average sup- 
center count Is only half Austria's 
md even when Turkey survives, he 



is well behind Austria's average sur- 
vival. The best Turkey did in 12 sur- 
vivals was 8 centers, and only in 4 
games did he do better than 4 centers. 
(To be fair, Turkey did reach 13 in 
one game, 1970 AO, but Italy had 21 in 
that one so It wasn't counted.) This 
difference between Austria and Turkey 
is not seen at all in the British fig- 
ures. Turkey's statistics are about 
the same there as in N.A., but Austria 
did noticeably better here,, Indeed 3 , 
it's interesting to see that while 
Austria is usually eliminated, when he 
is not, his showing is quite respecta- 
ble: ahead of Germany and Russia* 

At the top end, overall, is 
France, which is again surprising since 
one would expect all of Italy' s neigh- 
bors to be clobbered. I suspect that 
this reflects the longstanding strength 
of the ITA/FRA alliance. Italy turns 
near the end of the game to grab some 
French centers, but this is often only 
a slice off a rather big pie. Note the 
very large number of strong seconds for 
France. Indeed, at the rarified level 
of 13+ centers, FRance had five games 
on record--as many as her next two com- 
petitors combined. It's all quite re- 
markable. I'm sure that when France's 
other neighbors (ENG and GER) win, 
France does not fare nearly so well. 

Next in success is England, the 
country ivhose home centers are the most 
difficult for Italy to reach. It's in- 
teresting to note that in Britain^ the 
order is very much reversed- — their 
stats show England doing much better 
than France. 

The Russian figures may a first 
glance seem odd, doing better than Ger- 
many in Table 4 but worse in Table 5» 
What is happening is that Russia has a 
huge number of games in which he ends 
up with 1-3 centers: 23 games. That's 
about as many as France and Germany 
(his closest competitors in this cate- 
gory) combined. Much of the time in 
these games, Russia is holed up in 
Scandinavia (including StP) , where It- 
aly can't reach him, or perhaps hanging 
on in Ber/War. The result of all those 
1-3 center Sussias is a superb survival 
rate, but the average holding when he 
survives Is thus quite low— -only 1 cen- 
ter above Turkey. This image of power- 
ful Russia barely hanging on (and per- 
haps puppeting) during a victory by 
lowly Italy is so whimsical that I 

(Continued on p. 33) 
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WINNERS 

(Continued from p. 29) 

JIHAD POLL 

(in cr.su anyone is wondering why the ^~ 
bove style of lettering olways .1 joks so 
crumby, let me tell yea. Ibis is from 
a sheet o I' transfer letters from Chart- 
pak. ]' t flakes, c^oesn't line u; right , 
and uses net always transfer evenly or 
promptly. If you use transfer letter- 
ing, this is a brand to avoid. But I T m 
too cheap to throw it away. Jo.,..) 

Anyway, Glenn Overby of JIHAD has 
1 1 n a 1 1 y r e g o r ted t a c r o s u 1 1 s o f the 
freshman Class of 1961 Poll. This is 
a poll to vote for the best new ' zincs 
of" 1961.*. on a scale of 1-10, I be- 
lieve. Omitting subzines, here are 
11 winners. (Columns: 33, rank; Ra- 
ting, average point score; 7T, // of 
votes case. ) ' 



-U- '1 


Ratinjp 


'11 


'ZING GAM.:, 


1 


6.04 


34 


i-i U j.\0> X J ' L\ _j .O »J 




o • 16 


22 


3LGGPLGGS KNIGHTS 


3 


7.06 


13 


iii... i ,JO.iiJ-ji i_>i*L 


if 


7.00 


23 


IPKGoiool 




7.00 


6 


TACKY 


6 


6.50 


26 


GIVG Ho, A WEAPON 


7 


6.W 


17 


PARAPoI ACS' MCPTHLY 


O 


6.33 


30 


DOT HAPPY 


9 


6.1/f 


22 


GOAT OF API! J 


10 


5.90 


20 


ANDUlN 


11 


5-30 


20 


GRioAT WAP IN MO DPP 



(Continued from p. 33) 

the rest of us would say in 50. XENO- 
GOGIC is an old hobby institution, 
dating from 1967 > although it looks a 
lot different in this modern incarna- 
tion. Vol. XV #2 has to be read to be 
believed (If then). Don't miss Walter 



Cronkite Jr< 



interview of the infam- 



ous Barbara Wa-Wa. Also articles by 
Gary Coughlan, Doug Beyerlein, and (is 
there anybody he doesn't write for?) 
Mark Berch. And there is also... that 
♦ . . cover . RYi 

Remember, if you are starting up a 

mnew Dipzine, we will give you a 
notice^ in DIPLOMACY V/GRLD. . . the 
traditional !r first issue' f plug. Send ' 
us your first Issue (or two) and we'll 
talk about it in the N&R column. 

nOlLPIPFG is a new ' zine put out by 
Ralph Montonaro, 2 Lookout Rd. , 
Greenville PI 02628. The first 
issue is nicely printed and has a good 



AIR DIPLOMACY II 
(Continued from p. 11) 

1900 end I Ping in Pinter 1902. 

X- The :thcr Pewers roiso .. Ping 
In Pinter 1901 and I Ping In Pinter 

7 (V v 
> *o _J • 

A Power acquiring a 7th., and 
then an 11th, center may build one 
more Ping the following Pint or <> 

P.2. "P'ings are raised in any owned 
home center* 

5. Victory Criterion : 

5.1. One can use the standard vic- 
tory criterion (majority of centers), 

^ 7-. . 

5.2. Supremacist Criterion; Own- 
ership of k centers mere than the next 
largest power. 

6. Bombardment s (C ptionpjj.: Pings can 
be ordered to bomb are in the same spa- 
ces In which they could sueeort. 

6.1. Potion 1 : Airfielc.s bombard- 
ed. If 3 or more 'Pings bombard a 
soace where another Ping is stationed, 
they destroy it; they do not, however, 
prevent it from accomplishing its or- 
der for the same season. 

6*2. Potion 2 : Cities bombarded. 
If 3 p'ings bombard a supply center, it 
is rendered unable to supply for 1 



e o 



may do corn- 



years; ^etc. _ 

b. 0* options 
bined. 

6. p. PxoorP. e : 2 French end 2 Png~ 
lish 7/i n g c bomb a r d Munich in 190 V, no 
unit may be suoeiied by Munich in 
190 ^ or 1905. Munich is listen among 
the centers of the owning lower es: 

Muii (190 6) 
1906 being the year it can re sum.; sup- 
dying (a new bombardment before 1906 
would "iuivc no effect). If a '.' ; ing had 
boon loc at e d in IPuii 0 a ot, t no stent 
of 190^, It weule also be; destroyed. 



deal of interesting material* There 
are articles (short) on the play of 
Florence In Machiavelli and on Zen 
and Diplomacy, as well as on Kung-Fu 
and Machiavelli. EMPIRES offers to 
run almost any game, including a Dip 
variant I've not yet seen, "Reds". 
Gamefees and other info can be found 
in our "Postal Game Openings" sec- 
tion. According to a note from Ralph, 
a current offering of a computerized 
space war game is also available. 
This one you should only look into 
as a ready source for game openings. 
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SOLUTION 



W 



DIPLOMACY CROSS 




The Diplomacy 
GrossWord appeared 
in D.W. #29, with 
some corrections in 
#30. A year* s sub 
to D.W. was offered 
for the first com- 
plete solution or 
for the most nearly 
complete soluteion 
received. 

The original Cross- 
word was submitted 
by Bill Becker, and 
was amended almost 
beyond recognition 
by the Editor (who 
added all the nasty 
bits) . 

We are pleased to 
report that nobod.y 
got it all right... 
not even the Mensa 
entries. it was 
just as nasty as we 
thought it was. 

The winner is Ruth 
Glaspey of Michi- 
gan, who got all 
but 8 items... very 
good, Ruthi Your 
sub is extended a 
year. An honora- 
ble mention should 
go to Steve Hutton 

of Ontario, who missed only 11. Also to Bill Becker, who made a great effort 
to solve his own (but transmogrified) puzzle, missing only 9 items. My thanks 
also to Fred Davis and Mike Shli for sending entries. 

Happily, there was no single entry which everyone missed. The xvorst, I 
suppose, was 22 Down, which most put as "A.li". There was no way to crossword 
the "G", alas. If this entry had made any difference in winning or losing^ I 
would not have counted it; but it didn f t. I believe most people will see how 
we got our definitions, now that they see the actual entries. We will pause 
now 10 minutes to allow for groaning and assorted cursing of the Editor. Some 
items may still be giving people fits. Let's cover a few possibilities. 
6 6 Across : Army of Northern Virginia, of course. 65Across : Elizabeth Regina is 
what Shakespeare would have seen on the royal plate. 57Across : The "Old Lady" 
is from Leonard Bernstein* s Candide; the reference is to her song, U I Am So 
easily Assimilated". 17Across : Since only two spaces border Portugal, a unit 
dislodged from there by definition has no place to retreat.. .. thus, "otb". 
17 Do wn : o«£*_ is an obscure German abbreviation: cder lihnliches ; this was a 
onr,e of finding the definition after t had the word. 
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D.W DEMC GAME 



1980AY 

GAMESM ASTER; ERIC VERHEIDEN 
COMMENTARY: DON DITTER 

//Note: Reporting of the game in 
D.W. uses the EREHWON system of nota- 
tion. See #29j p. 17» for a complete 
explanation of annotations.// 

SPRING 1910 

ENGLAND (Bernard Sampson): F Bar 
5 A Nwy, A Nwy S GERMAN ?' Swe , F Lon- 
Nth. 

FRANCE (Bob Sergeant): A Bur S 
GERMAN A Ruh-Mun /nso/. F Spa(sc) S F 
Mar, F Wes- Lyo S by F Mar (F Wes r- 
Mid), F Tun H S by F NAf. 

GERMANY (Lee Kendter, Sr.): F Swe 
S ENGLISH A Nwy , F Den S F Swe, A Kie 
H S by A Ruh (A Kie r-Hol). 

ITALY (Hal Norman): F Lpl-NAt. 

RUSSIA (Mark Berch) : F StP(nc)- 
Nwy. A Fin- Swe , A Mo s- StP S by A Lvn, 
A Pru-Kie C by F Bal and S by A Ber & 
A Mun, A Trl S A Mun, A War-Sil. 

TURKEY (Peter Reese): F Tyn-Wes 
S by F Lyo, F Pie & F Tus S F Lyo, F_ 
Ion-Tun , A Sil-Boh, A Alb-Tri, A Ven H. 

Commentary : Once again the French 
/German orders were not particularly 
inspired and once again Russia/Turkey 
have outguessed France/Germany and 
have made substantial tactical gains. 
It must be very frustrating for FRA/ 
GER to be outguessed and outplayed so 
many times on both fronts. 

In the South I would have tried 
F Tun-Wes S by F NAf, F Wes-Tyn, F Spa 
(sc) S F Mar. These moves can be 
beaten only by the unlikely orders F 
Tyn-Tun S by F Ion. 

In the North I feel F Swe-Bal S 
by F Den is superior. This will hold 
onto Kie, while losing Swe — F Bal will 
be extremely difficult to dislodge, as 
it wall be some time before Russia has 
another southern fleet. The non-move 
of FRA A Bur again shows great lack of 
coordination between FRA/ GER* A Bur- 
Mun would have saved Kie. 

For the Fall, F V/es can be used 
to ''guarantee" the fall of Mar. This 
is a strong play for RUS/TUR--for once 



Mar falls., it will be very difficult 
for France to retake it. In the 
North, it T s still a guessing game — - 
will Russia protect Kie or attack Swe 
with F Bal? 

FALL 1910 

ENGLAND: F Bar S A Nwy, A Nwy S 
GERMAN F Swe /otm/, F Nth-Bel. Owns: 
Sdi, Lon, Nwy, Bel (k)< Build 1. 

FRANCE: A Bur- Mu n, F Mar- S pa (sc) 
/d/, F Spa(sc)-Lyc u F Mid-Wes S by F 
NAf, F Tun-Tyn. Owns: Bre, ]W, Par* 
Spa, Por, %M (4). Disband I (1 /d/, 
1910). 

GERMANY : F Den- Kie S by A Hoi & 
A Ruh, F Swe-Den . Owns: Kie, Hoi, 
Den, Swe, (k) • No change (1 short, 

1909) . 

ITALY: F NAt S TURKISH F Mid- Wes 
/nsu/. Owns: Lpl, Con (2). No place 
to build 1. 

RUSSIA: F StP (nc) -Nwy , A Mo s- StP 
S by A Lvn, F Bal- Den S by A Ki e (A 
Kie /d/), A Sil-Pru, A Mun- Bur . A Trl 
-Mun . A Fin- Swe . A Ber S A Kie. " Owns: 
Mos, StP, Sev, War, Tri, Bud, Vie, 
Rum, Ber, Mun (10). Build 1 (1 /d/, 

1910) . 

TURKEY : F Lyo-Mar S by F Pie, F_ 
Tus-Lyo . F Wes-Spa(sc) /d/, ? Ion-Tun, 
A Ven-Rom, A Tri-Ven, A Boh S RUSSIAN 
F Trl-Mun. Owns: Ank ;P Smy, Gre, Ser, 
Ven, Rom, Nap, Bui, Mar , Tun (10). 
Build 2 (no place to build 3 — 1 /d/, 
1910). 

Commentary : Well, it is RUS/TUR* s 
turn to submit tactically poor orders, 
as FRA/GER annihilated two advanced 
RUS/TUR units. The appropriate move 
for Turkey is F Ion H. He must allow 
a retreat space for F Wes. By not 
moving to Tyn or Tun with F Ion,, one 
of those spaces would be available for 
a retreat if F V/es is dislodged,, The 
annihilation of an advanced fleet can 
only slow down the Southern push, as 
it will take at least two game-years 
to replace It. However, the French 
loss of Mar and Tun will be very pain- 
ful and overall Turkey has a better 
position this Fall than he had in 1910. 

Russia should have ordered A Fin 
-Swe S by F Bal. This, along with the 
usual moves to Nwy and StP would have 
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guaranteed that Swe or Kie would be 
Russian at the end of 1911 • As or- 
dered, Russia gains nothing and Germany 
stays at four. 

The English capture of Bel is two 
game-years late and could be a poor 
choice at this point, Nov/ if Germany 
loses a supply center, he must remove 
a unit... a removal that will really 
hurt the Northern defenses. If the new 
English build is used to battle the 
Italian unit, It is effectively wasted. 

The FEA/GER defenses are very 
thin; the stalemate lines are vanishing 
quickly. It Is doubtful now, even with 
Italian help, that RUS/IUR can be pre- 
vented from eventually breaking through 
In the South or North, RUS/TUR have 
played well this far, but if they con- 
tinue to make blunders such as this 
season's, the victory will be longer 
in coming than it should be. 



ENGLAND: 
FRANCE 
RUSSIA 
TURKEY 



WINTER 1910 
Build A Edi. 
Disband F Spa(sc). 
Build A War. 
Build ? Ank, F Smy. 



Commentary: 
The French remov- 
al of F Spa(sc) 
is very puzzling. 
The removal of F 
Tyn would give 
him much better 
defensive possi- 
bilities and 
leave Turkey a 
lot of guesses. 
Perhaps Bob is 
attempting to do 
the unexpected to 
try to catch Tur- 
key off guard. 
However, the gam- 
ble leaves Spain 
and Portugal dan- 
gerously vulner- 
able. It Is a 
removal that cer- 
tainly caught me 
by surprise, but 
because V/inter 
±. '-) 1 0 w a. s a sep- 
arate season--! 
do n't b e 1 1 e v e the 
gamble was wise: 
now, if seasons 
! "ere combined, it 
might have 
di f flcult 



to anticipate the removal. Time v/ill 
tell. 

The English build of an army Is 
also puzzling--he appears to want to 
use it to hold onto his home supply 
centers. It would prefer to use one 
fleet and simply shadow the Italian 
one. He'll always control 2 supply 
centers, but no more nor less, unless 
his Turkish ally decides to retake 
Con, which would be foolish at this 
stage • 



SPRING .1911 

ENGLAND: F Bar S A Nwy, A Nwy 
GERMAN F Swe /otra/, A Edi-Lpl, F Be 
Nth. 

FRANCE: A Bur-Mar, F NAf-Tun 
by E Wes, F Tyn- I on. 

GERMANY: F Swe-Bal (R-Bot), F 
Kie- Den, A Hol-Kie S by A Ruh. 

ITALY: F NAt-Mid. 

RUSSIA: F StP(nc)-Nwy ? A Pru- 
Swe C by F Bal and 5 by A Fin, A Mo 
StP S by A Lvn, A War-Pru, A Mun-Ki 
by A Ber, A Trl-Mu n . 

TURKEY: A Boh S RUSSIAN A TrL 



t 2Z' 

e "s 



been 




Man ? F Pie-Lyo 3 by 7 Tus, F Mar™ Spa 
(sc), A Horn-Nap, 7 Ank-Con, ? Jmy-Aeg, 
F Tun-vVes (R-Tyn), A V en-Pie. 

Commentar y : The French gamble 
did not pay off, as Turkey gains Spa 
and. will probably put a very dangerous 
army in Mar in the Fail. Note that 
TUR did not make the tactical error he 
made last season, This time F Tun 
held — had he ordered F Tun-Ion or ord- 
ered a unit to Tyn, F Tun would have 
been annihilated-- that would have been 
disastrous. 

while the French F Ion is bother- 
some, it does not pose a threat and is 
defensively out of place for France. 
The fact that F Ion is so far from 
horn should make the fall of French 
supply centers that much easier. F 
Ion will slow down the Turkish fleets 1 
flight to the West, but the resulting 
loss of centers and defensive position 
may force F Ion's retreat or removal. 

Remember also that Turkey is 
playing one unit short (lack of a home 
supply center last V/inter), so he will 
certainly build another fleet in Win- 
ter 1911 • He can afford to play it 
cagey, use F Aeg to protect Gre, move 
F Con-Bul(sc), and build F Smy. By 
Fall 1912 his home fleets will be back 
on the front. 

Russia takes Sweden, as he should 
have last Fall, and can begin applying 
pressure to Norway, BenmarK, and. Kiel. 
One of these could be captured in the 
Fall if ENG/GER guess wrong. ENG/GER 
could have prevented the fall of Swe 
by ordering A Nwy-Fin, but Mark as- 
sumed correctly that ENG has always 
protected A Nwy and that this season 
would be no different. 

The Italian move to Mid is a cur- 
ious one. Is he going to assist the 
French, or take a French supply cen- 
ter? He can't be stopped from taking 
Bre, the loss of which will be a 
crushing blow to France (as it will 
force him to remove yet another unit). 

FALL 1911 

EH GLAND: F Bar & F Nth S A Nwy, 
A Nwy 3 GERMAN F Ska- Swe /nsu/, A Lpl 
H. Cwns: Edi, Lpl , Lon, Bel, Nwy (5). 
Build 1. 

FRANCE: A Ear-Bur, F Wes-3ra( sc ) 
F Tun H, F I on- Gre . Owns: i5^, Par, 
£;t 6 , For, Tun (3)- Disband 1. 

GERMANY: A Kcl-Kie .3 by A Run , 
. Bot-Bal 3 by F Ben , Cwns: 



Hoi , Nr- iij fcykfc (2). Disband 2. 

ITALY : F Mid-Bre. Owns: Zj6X* 
£1/4 > Bre (1)* No change (1 short). 

RUSSIA: A Fin-Nwy 3 by F Stp(nc) , 
A Mos 3 F StP(nc) , A Muh-Ruh / A Trl- 
Mun, A Lvn-Kie C by F Bal and 3 by A 
Ber, A Pru-Sil, A Swe- Den . Owns: Mos, 
Stp, 3ev, 7/ar, Tri, Bud, "Vie, Rum, 
Ber, Mun, Kie , Swe (12). Build 2. 

TURKEY: F Con- Bui (coast not 
specified), F Ae^-Gre , A Nap H, F Tyn 
-\7es, F Tus-Tyn , A Pie-Mar 3 by F Lyo 
& F Spa(sc) , A Boh /h/. Owns: Ank, 
Con, Smy, Gre, 3er, Yen, Rom, Nap, 
Bui, Mar, /tfji, Spa (11). Build 2 (was 
1 short). 

Commentary : There were some very 
interesting- developments this season. 
Turkey took Con-- this had to have been 
an unintentional miswritten order by 
him. If Italy now joins forces with 
ENG/FRA it could prove to be a costly 
error on Turkey's part. Bis Italian 
ally was important to him and now he 
has cut his lifeline. RUS/TUR have 
played quite well to this point and 
one must wonder if they are capable of 
"miswriting" an order. If Turkey in- 
tentionally miswrote this order, that 
is a bad error on his part. 

Other important developments: 
Italy took Brest and forced the French 
to remove another unit-- this one will 
really hurt the French cause. There 
are obviously very hostile feelings 
between France and Italy: one must 
wonder after this whether they will be 
willing or able to cooperate against 
Turkey. 

Russia has dealt a deadly blow to 
GER/ENG in the North. Two German re- 
movals will virtually assure Russian 
superiority in Scandinavia, as Russia 
will be able to attack Nwy from Stp 
with two supports from here on out— 
this ties down three English units. 

Germany finally attempted to take 
the Baltic-- ^ or 5 game years too lage 
and in a poor manner. The orders sub- 
mitted by Germany were about the worst 
possible. I believe Lee has lost all 
interest in this game because of the 
close cooperation by RU3/TUR, which he 
believes is possible only because they 
live in the same city. Re should, use 
Den to attack Swe or attack Xie or at- 
tack Bal, but not waste it by using It 
to support a move, unless it's 00 Swe. 

Russia must be given a lot of 
credit for his daring this turn., cles- 
aite many flood German moves. I would 
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band 
band 



nrobably have been 
uiore conservative 
and not shown the 
crushing victory 
that Russia has 
now achieved in 
the North. 

The loss of 
three FRVGER un- 
its means the RUS/ 
TUR victory is as- 
sured. The ques- 
tion now is, will 
one of them go for 
the win? 

WINTER 1911 

ENGLAND: 
Build F Lon. 

FRANCE: Dis- 
F Wes. 

GERMANY: Dis- 
F Bot, F Den. 
RUSSIA: Build 
A Viar (2nd re- 
fused). 

TURKEY : Build 
A Ank, F Smy. 

Commentary : 
Surprise here. 
The English build 
of F Lon shows 
that he has not 
attempted to make peace with Italy. A 
F Edi is sorely needed. England now 
cannot prevent the fall of Norway in 
1912. Russia will surely order F Bal- 
Den (and. then -Nth) and get his fleet 
StP(nc) out into the high seas. The 
ENG/ITA feud shows clearly how person- 
alities affect a game. The dislike Is 
30 strong that England will give up 
all hope in the North simply to kill 
off the Italian player. 

The French removal of F Wes gives 
Turkey free rein. He will certainly 
take For next turn and should order F 
Aeg-Ion S by F Tyn, F Con-Bul(sc), F 
Gmy-Eas. He could afford to let France 
take Gre and even hold it in exchange 
for Tun and a massive attack West. 

The Turkish army build is Inter- 
esting—Russia must be on the lookout 
for a stab, as Turkey is attaining a 
strong position in the South rapidly, 
though I don f t believe the time is 
right for a TUR stab of RUS now. I'm 
certain, however, that they are both 
examining the do ssibilities closely. 

V/hile the' game Is winding down, I 




find there is still a lot of excite- 
ment as RUS/TUR move into position. 
By next issue we should know what the ■ 
outcome will be—because by then either 
RUS or TUR will stab the other, or they 
will methodically demobilize. In the 
back of my mind, however, I believe 
Mark will take the win if he has the 
opportunity--Peter, I don't know. But 
a D.W. Demo Game should properly end 
in a victory. 



( P AI D ADVERT I SEMENT ) 

k^ELL EIMIMORATH 

WE MAP THE WORLDS. The worlds, lands, 
and nations of fiction, sf, and fanta- 
sy are discussed and mapped in every 
issue. Back issues cover such places 
as Hyperborea, Darkover, Earsoom, Pry- 
dain, Graustark, Ruritania, Atlantis, 
and Utopia. Sample, SI; subscription, 
5/54. Send to Rod Walker, "Alcala", 
1273 Crest Dr., Encinitas CA 9202/f. 
PELLENNCRATK is charting Cthcrwhere. 
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Please note that we 
have corrected a typo on 
our header: DipCon XIV 
was in San S ran Cisco, in 
Region IV. 

Plans for DipCon XV are continu- 
ing to progress. The Tournament Direc- 
tor, Mark Berch, is still working on 
administrative details. you 1 d be sur- 
prised how many sticky little questions 
can arise in these things. I've sug- 
gested to Mark that some knotty details 
which directly affect players probably 
can't be resolved In such a way as to 
please everyone, and they might there- 
fore be best left to a vote of the peo- 
ple playing In the tournament. Of 
course, doing that might eat a little 
into the time available for play, so at 
this point that question, too, is up in 
the air. But don't be surprised if you 
are asked to vote on certain procedural 
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ORimiV^ '81 ^9464 for further infor- 
WXYXVJAl^k} °* mation. Herb will need 

to know in advance how 
many bids there are like- 
ly to be. He will also need to know 
who will be making the bid (what per- 
son, that Is) so that he can recognize 
him/her at the appropriate time.' Dip- 
Con being the informal thing it is, 
there is no formal "bidder's packet" 



questions at the 1 p.m. 



J 



for 



ssemo 

i^ound I on Saturday. 

DIPCON XVI . Selection of a site 
for tne 1983 DipCon Is the first prior- 
ity of the LdpCon Society (which will 
meet Saturday night), and will no doubt 
be its first order of business. Sites 
in Regions 1 and II (except the State 
of ilaryland) are eligible to bid for 
DipCon. (Origins for 1983> in Detroit, 
is bidding, and I've not hoard of any 
others at this point.) "Ineligible" 
sxtcs may in fact also bid, but suffer 
a huge eoint handicap in the voting. 
Anyone wno wishes to bid for DipCon XVI 
should contact the Chairman of the Dip- 
Son Society Sc.mrai t tee of Three, Serb 
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at this time (if you're used to seeing 
that sort of thing). However, you may 
want to obtain a copy of the DipCon 
Society Charter... if so, send me a 
CASE and I ' 11 return a copy to you* 
Be prepared to answer questions about 
facilities and housing, and about the 
convenience of the two to each other 
and of eateries to both. Also be pre- 
pared to answer questions about how 
many people you expect, how you will 
attract people, whether you can get a 
convention rate at local hotels, and 
so on. 

DIPCON XVII AND 3DY ODD . Note 
that the Charter provides a rotation 
system which shifts in phases, two 
regions at a time (l/II in 83? 11/111 
in 8/+> I II /IV in 85, and so on). A 
State which had the Con one year is 
"ineligible" the next. An "Ineligible" 
site can still bid, but votes for it 



mu 

to 



be counted as i- votes as c 
t e s f < 



r eligible sites. 
7; PAPON 3 : In case you don't knew, 
by long tradition, water pistols are 
de rigour at DipCons. You may wish to. 
bring one. Also a couple of towels. 

CHITTING TPePH : On the next page 
we have a map drawn by Pred Davis of 



the ore a around the 
land, where Origins 
hold. 1 f you 
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ve "cre-regictei 
rigins, Atlanticon .provides, 
b e 1 :i e v e , a m ap of the c amp us, 
showing parking areas. The 
.Vest view Shopping Center is 
full of eateries, and there are 
others on U.S. L\0 going r AH aqa 
east and Roiling Rd 
ing north. 



go- 



T*/F(?om WEST VI A 




I- 



HQS. 



r.c. 



s 
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Fred has also made up a detail 
map of the area in the rec 
tangle above. if you 
would like a copy, 
send me SASE for r/ 
one and I'll run it 
o if. 




\ 



Center, 



stands for chopping 
by the way. 



Please note that 
DipCon is at the 
University of Ma- 
ryland, not at 
the Spring Grove 
State Mental Hos- 
pital, even though 
the latter loca- 
tion is more ap- 
propriate. 



55T£^N SECTION 
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EVERYTHING 52 



come m 
n 



While this was being typed, what should 
the mail but issue #52 (long av/aited) of 
EVERYTHING YOU WANTED TC KNOW ABOUT POSTAL DIPLOMA- 
CY* (*But Had Better Sense Than To Ask) is the offi- 
cial publication of the hobby's Boardman Number Cus- 
todian and reports all game stats on new and comple- 
ted games in North America. A total of 56 game com- 
pletions were reported; of these, 33 ended in victo- 
ry (plus 23 draws, of which 13 were 2- or 3- way). A 
summary of various statistics appears in EV 52, and 
I need not repeat them here. 

The really bad news for fans of Austria and/or 
Italy (not to mention England, France, and Germany) 
is that Russia and Turkey copped 18 of the 33 victo- 
ries. Cyll The Ice Queen and the Wicked Witch of 
the South are mopping up. We will post revised 
Great Power standings In the Overall Rating System 
after the results are computed (and also after a 
possible revamping of the numerical scale). 

Meanwhile, we are developing a new rating list 
which will appear in these pages when it's far e- 
nough along, and in issues when DTPS doesn't appear. 
This system, as yet unnamed, will eventually be com- 
puted on the basis of all North American postal 7- 
player regular Diplomacy games completed since 1963. 



The point scale used will be a 
greatly modified, version of that used 
for the "Overall" Great Power rating 
list, A win will count 20 points. 
Points for draws : 2- way, 1'5; 3™ way, 
5- way, 6; 6- way, k; 7- 
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'or survival and 



way, 2. Points . 

-p lace ; 2nd, 10; 3rd, S; i+th, 6; 5th, 
5; 6th, /+; 7th, 2. Points for elimin< 
t ion and place : 3rd, 3; 4th, 
~gth, 0; 7th, -1. Drop, -8. 
resignation and place (as of 



2; 5th, 1; 

Points for 
season of 

resignation): 1st, o; 2nd, 6; 3ra, k; 
ifth, 2; 5th, 0; 6th, -2; 7th, -if- 

Tied places are resolved upward, for 
eliminations and survivals, . downward 
for resignations. 

Replacement players: These posi- 
tions will be counted if the players 
remain in them for a given length of 
time. The exact time isn't decided yet 
but will probably be in the range of h 
to 5 game- years. (Replacements who 
droo will always have those positions 



counted. 

"Local" or "telephone" games will 
be used in the system. Certain vari- 
ants and games with fewer than 7 play- 
ers, which received Boardman Numbers in 
the very early years of the hobby, will 
not be used* Various other games with 
questionable status (or questionable 
GMs) will also be omitted. When list- 
ing game results in D.W., we will in- 
dicate games which (for whatever reason^ 
we won't be using in our computations. 
These will include games in which the 
GM's failure (or refusal) to use re- 
placement players resulted in large 
numbers of units being placed in civil 
disorder. Also, due to GMing practices 
or ethical standards which seriously 
impacted the games (or could have done 
so), games GMd by certain individuals 
will be omitted wholesale. (Only two 
names, one of them now presumably in- 
active, occur to me at the moment.) 



DIPLOMACY 7/OPLD would like to con- 
gratulate the winners of the following 
completed postal Diplomacy games* (The 
symbol # before the game number indi- 
cates a game which will not be included 
in the rating list now being compiled.) 

G ame ir Power Player ( *=re?iac ement ) 

J976IC A US *Bcn Schilling 

1977AG TUP Pandolph Smyth 

1S77AY .-PG * Julian Presbcr 

I977KA ITA Howard Brazee 

1976HG PUS Paul Szauter 

1976IC PUS *Don Chinnery 

-197SKJ AUS *Dan Stafford 

1978KP ITA Mike Barno 

1979 AS PUS Jack Frost 

1979CA SPG Mike Brophy 

1979HI GPP Larry Chafeta 

1979HX TUP Pick Kassel 

1979IP AUS David 7/eatherhead 

1979IU TUP John Strain 

1980P PUS Peter Cdo 

1980K TUP Peter LaPocco 

19600 FRA Don Swartz 

19S0P TUP * Kerry Blant 

1980T PUS David Pzzio 

19 SOU ITA AI Hoffman 

I9S0AF ITA Kathy Byrne 

19S0AG ITA Dave Grabar 

-1930 AK PNG Dan Stafford 

19 80 CM TUP Art Italo 

1980CS TUP *Ken Iverson 

1980HV PUS Tim Burton 

1980IU PUS *Bill Padonich 

1930IV PNG Bill Becker 

1980 I Z PUS Bob Sergeant 

1960LL PUS Al Pearson 

1930LO TUP Pick Griffin 

1981P FPA Bryan Jurkowski 

I981P PUS Kathy Byrne 

All right, all you Austrias, Engl an ds, 
Prances, Gerraanies, and Italics out 
there; get c racking 1 

Dote; Don Ditter indicates that 
in 1981, 1/+0 postal games began in North 
America. There were 551 players in 
those games. Adding perhaps 200 persons 
! .v ho were in postal games In 1981 but did 
not join any new ones, we can estimate 
that there are a little less than 800 
costal Diplomacy players In the United 
States and Canada. This is a good many 
fewer than previously estimated by some 
commentators. A recent comparison of 
D';7 ' s mailing list with gamestart infor- 
mation and mailing lists in about 20 
1 zincs also suggested that there were 



more than ISjOO 00 s" 
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lyero in 



rcn America 
ay tuned fcj 



;nd probably about 
more do ring stats. 



Whitestonia Poll 



The 2nd (1981) ViHITSSTOPIA Diplomacy 
players Poll was completed and report- 
ed some months ago; the results should 
have been in lastish. The complete re- 
sults were in V/HIT8ST0PI A /+3- Below 
are the top 10 persons In each of the 
three categories (alas, only last 
names were reported and we dcn f t know 
all the first names; these are includ- 
ed where known). Numbered columns are: 
1, Place; 2, Total points; 3> Total 
number of votes; Total number of 

first place votes. 



1 Player 
A. Best Diplomacy Player 



2 Jl k 



1 Kathy Byrne 

2 Pon (CALIF.) Brown 

3 Jack Masters 
Don Ditter 
John Caruso 

6 Lee Kendter, Sr. 

7 Arthur Guajardo 

8 Lee 

_____ Zipper 

Connor 

Jack Fleming 
Pandolph Smyth 

B. Best Variant player 



Fred Hyatt 
Dave Grabar 
John Caruso 
Steve Heinowski 
Fred Davis 
^ Schuetz 

Schiwautz 

Steve McLendon 
Bob Arnett 
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Best Writer 



1 Gary Coughlan 

2 Kathy Byrne 

3 Jack Masters 
k Allen 'Veils 

5 S t e v c Ar n aw o o di an 

6 Al Pearson 

7 John Michalak! 

8 Dick Martin 

9 Konrad Baumeister 
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A MiCTTiiiRNICH, MY KINGDOM FOR A METTERNICH! 



by Jack Fleming 



The most recent issue of EVERY- 
THING (the Boar dm an Number Custodian's 
' zine for reporting game starts and 
results) brought bad news for those of 
us who look fondly at the little red 
blocks. Austria has done terribly re- 



ently. 



that's understating it. 



Austria has done abysmally lately. 
That's closer. Of the 2^ regular games 
reported, Austria won only once and was 
involved in only 2 draws. But that's 
the good news. In fully half of the 
games that an eager and hopeful junior 
Metternich contemplated opening moves 
for, that olayer was out of the game by 
19061 

So how do w r e rectify this? Is the 
Austrian position the "Kiss of Death"? 
Was Metternich wrong anddid Austria 
have no diplomatic options short of 
outright surrender? Should the Aus- 
trian player offer to puppet 
first letters to ail the soon- 
to-be enemies? Let's look 
things over and see v/hat we 
can do. 

First off, no Great 
Power needs more letter 
writing than Austria. Not 
even Italy. As soon as a play- 
er is aware that he has the red 
blocks, he must sit down and write 1 
every other player. Good long let' 
ters of intriduction telling about the 
Austrian player' s job, family, pets, 
game plans, etc., should immediately be 
sent. The Austrian player needs friends 
--not just allies. If he gets no answer 
in two weeks, he must send another let- 
ter, ff just to say hello' 1 , and try to get 
things started again. If he does re- 
ceive a reply to his first letter he 
must send an immediate answer. Long and 
friendly. These are all non-negotiable 
demands—the letters must be sent if the 
Austrian player has any hopes for win- 
ning the game. 

Number one for Austria in the early 
game is defense. Remember that in the 
24 EVERYTHING games Austria lost its 
last supply center before 1906 12 times 
...and 5 lost their last centers in 
19031 -arly attacks can ccme from two 
si^es: Italy ana Russia. Austria must 
neutralize these threats before going 



on to any other business. Negotiations 
and persuasion are the first and most 
important methods, and if these fail 
then the Austrian armies must be used* 
Italy will many times be cooperating 
just out of desperation. Italy's rep- 
utation is as bas or worse than Aus- 
tria's, so there is a good chance that 



if he believes that he ha, 
friend In Vienna he'll do 
keep that friend. 



a good 
anything to 



;hould 



back pocket — .Rod Walker 
zx sure sign of moral de- 




be in Austri 
believes it's a 
crepitude for Austria and Italy to go 
to war early in tiie game. If he hasn't 
read The Gamer ' s Guide , send him a 
copy. Be sure to suggest the Lepanto 
Opening (that gets him headed as far 
from your centers as possible) or an 
attack on France. If you are abso- 
lutely sure of Italy, then move F Tri™ 
Alb, otherwise, move to Venice, 
Russia is a tougher sub- 
ject. Austria's first diplomat- 
ic objective is to have a war 
between Russia and Turkey. Aus- 
tria should offer him help in 
the war and tell him anything 
that sounds as if Turkey is 
heading north will be passed on. Don't 
±e about Turkey's intentions for the 
Black Sea--but if Turkey says he's not 
going there, encourage Russia to grab 
the opportunity. If Turkey says, "I'm 
going to the Black Sea", Austria should, 
run to the nearest photocopy machine 
(even if it's 3.50 a copy) and send a 
copy of the letter to Russia. Austria 
wants a war between Russia and Turkey 
so he can "help" both sides and lock up 
all of the Balkans. This is where let- 
ters to England and Germany pay off. 
If Austria has friendly relations with 
them he can keep the pressure on Russia 
from the north while Italy keeps Turkey 
busy from the south. Austria's is a 
beautiful position. As for Galicia, 
Austria should tell Russia right off 
the bat that he's moving there. He 
can't have Russia charging into Gal- 
icia in the Spring with the chance of 
Italy (who could be Russia's high 
school sweetheart for all Austria 
knows) joining him with an attack on 
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Tyrolia and/or Trieste, Tell Russia 
about the move and tell him that if it 
were an attack the move to Galicia 
would have been a state secret. Aus- 
tria should offer Russia support into 
Rumania in the Fall and total war with 
Turkey. Of course, when writing to 
Turkey Austria should offer help with 
total war on Russia..., 

As for Army Budapest, it should 
always go to Serbia (though no doubt 
Allen Wells will be able to make a 
good argument for it "holding", a la 
A Con H). It must be in Serbia to 
keep Turkey honest and to keep him 
from having any ideas about grabbing 
Greece. Plus from Serbia the Austrian 
player can let both Russia and Turkey 
hope for support against the other in 
Fall 1901. Austria should work on 
Turkey to get a war started between 
him and Russia. If Turkey and Russia 
ally from the start, Austria is doomed. 
Be sure to point out that if Turkey 
does choose to ally with Russia, most 
often Russia will come out the winner 
and Turkey a distant second. Austria 
should also tell Turkey how much he 
would like to try the unusual AUS/TUR 
alliance, "for something new". 

Germany should be Austria's 
friend. If he isn't, one of them is 
a very poor player or mentally unsta- 
ble, Austria should encourage Germany 
to write to Italy, to keep Italy out 
of Tyrol or Trieste, and to Russia to 
help start a Russo-Turkish conflict. 

Now let's look at Austria's long 
term alliance prospects. They aren't 
really bright and the main reason is 
Austria' s inability to build many 
fleets. ' Russia could be a good partner 
but where will the fleets come from to 
control the Med? Turkey has the fleets 
but where do his armies go? If they 
head through Russia the will only take, 
a quick turn starboard to stab Austria 
seriously. Italy? Maybe. The problem 
here is that Italy certainly won't be , 
anxious for Austria to build fleets — 
and without fleets Austria can't hope 
for much more than a two-way draw. It- 
aly would be in the better position for 
a stab since the fleets can move 
through the Med faster and each has the 
ability to build right on the other's 
ocrder. It would be an uncomfortable 
alliance at best. A better prospect Is 
organize a "Central Alliance" of It- 
:: -iy> Germany, and Austria. This would 



allow Austria to attack Turkey from 
the start (and maybe build some fleets 
"to help crack the Turkish . position" ) . 
With Germany as an ally, Italy might 
be less nervous about Austrian fleets. 
At the appropriate moment Austria 
could join Germany in wiping out It- 
aly and maybe have enough centers in 
the Balkans for the 18-c enter win. 

Recent Austrian openings have 
shown a rise in the number which give 
Italy Trieste in Spring 1901 — either 
to keep or as part of the "Key Lepan- 
to" — hoping for A Tri-Ser in the 
Fall. These hyper-modern openings have 
a certain swashbuckling charm. They 
certainly are adventurous and may be 
part of the reason for the poor showing 
in recent statistics. One advantage 
they have is that if they don't work, 
the Austrian player isn't subjected to 
months of lingering agony (often re- 
ferred to as "survival"). Either they 
work or Austria is out of the game mer- 
cifully quickly. 

I hope these notes may help the 
next time you play Austria. My main 
advice is to write, worry about de- 
fense in the opening, write, grow 
slowly, and write some more. Good 
luck. 




"Very funny* A Flying Dutchman 
I can dig... but who's going to 
believe you have a fleet in 
Munich?" 



the bloated mailbox 



//DIPLOMACY LuPLD welcomes your letters 
of comment; a lively LoC column is a big 
plus in any 'zinc. However, the -Heritor 
reserves the right to edit LoCs, just as 
he does articles. Please be sure your 
LoCs ore clearly iabied as such and dis- 
tinguised from personal letters, bomb 
threats, proposals of marriage, ana the 
other things we usually get around here. 
The Editor does not guarantee to print 
every LoC he gets, ana does print ex- 
erpts from letters not so Iabied if he 
feels the comments will be of general 
interest. Although byiincd, LoCs are 
not paid for as articles are. The Md- 
itor's decision to print any letter, or 
parts of any letter, is final (however, 
anything iabied DLQ would never be 
printed). The Editor's comments appear 
after the letter and are set off by" 
double slashes,// 

Dear Pool, 

Keep up the good work~-it's a fine 
zine you're putting out. 1 especially 
like the series on unusual openings. 1 
also like "helpful hings ,T articles like 
Tt Kceping the Letter -There It Belongs"* 

Great stuff I 

«•••••••••••«• • • i' .. .' • c Peters. 



Dear Poa, 

Why o'on't you run a reprint each 
issue - and 1 don't mean recent material 
either. There is plenty of gold (be- 
sides the cartoons) in those old zines. 
(And trie writing was much better, was- 
n' t it?) 

All this orgument over convoys is 
getting to- be just a bit much. My own 
rulings often egrep with yours - al- 
though^ possibly not for the same rea- 
son. Basically, every GM must presume 
that the player wants his orders to be 
attempted. phot's one implication of 
the "miswritten order 1 ' rule. The GM 
isn't supposed to try to figure out 
what the player meant . Oy the some to- 
ken 1 f a player orders a convoy, the 
unit should be considered, to be convoy- 
ed. In the :! unwanted 1 5 convoy, where a 
foreign ■ finger is in the pie, it would 
seem tnat the army gets the best of beta 
worses, "refusing" tne convey in some 
cases anc. "accepting" it in others, 
how- vpr, this may seem unfair to the sly 
eevil trying to give tne "unwanted" ccn- 
v o y • PP-i) so what? phis is best eo.n- 



be cause the tactics are supposed to b( 
simplified. Adding complications de- 
tracts from the real purpose of the 
game, negotiation. And as a final 
ooint, I think that by not encouraging 
the idea that rules can be bent just 
to give players a better chance to 
gouge each other, we can have fairer 
regular games, under agreeable stan- 
dards. . 

Timer Hinton. 

//DIPLOMACY I7CPLD was founded by 
Wait Buchanan to print the best new 
material on Diplomacy which can be ob- 
tained from current writers. That niaj 
not be a prohibition on reprints, but 
I prefer not to do them. pven the ar* 
tides in recent issues which appearec 
in other 1 zines first were rewritten 
by their authors for the D.W. version, 
. so that they were at least "sort of" 
new. The hobby also has a 'zine whicl 
specializes in reprints, DIPLOMACY DI- 
GLST, and it doesn't make sense to do 
what is being done elsewhere. Of 
course, this isn't a completely firm 
policy and there might be occasions 
when I felt a reprint was a good idea. 

//I see the "bit much" on convoys 
has become a "bit more". Several 
readers expressed the thought that 
perhaps we've been overdoing it. You 
will notice no convoy stuff in thish 
nor in lastish. ( except this, of 
course. ) Anyway, I doubt that there 
will be any way of resolving any or 
all of these various disputes, which 
will meet everyone's approval.// 



Dear Rod, 

It's obvious to me that you in- 
tend to make DIPLOMACY 170PLD the ' zine 
it should be. Congr.atulations for the 
ambition and success so far. Keep up 
t h e hard wo rk . ... I am su ro ri s e d that 
you don't have a business account un- 
der the name of D.V;. V/hy is that? 

Bravo for calling Boar dm an for 
his snotty use of "sic". It is a lit- 
tle sick, Eut perhaps it takes a mine 
like that to be as regular a nublishei 
as John is. it would be worthwhile tc 
rate publishers by the number of days 
late they are on the average. I'm 
sure that John would lead the pack. 



..<••• Pa v o o. ..,zz-i- -••••"«••«••• 

//I oia ory to set up a cusine, 



account for D.W., bit finally didn't. 
Reasons: first, the minimum balance 
and service charges are both higher on 
commercial accounts; second, it would 
have cost about $65 to file the neces- 
sary fictitious name statement. Luck- 
ily, a have an account with a bank in 
■^a Jolla, and they are used to handling 
eccentrics, cranks, and weirdos. They 
cash checks made out to D.W. , although 
of course I prefer them made out to me. 

// GRAU STARK 1 s regularity and relia- 
bility have been legendary for more 
than a decade (and the ' zine will be 20 
years old next year). We all have our 
auirks, and God knows John Boardman has 
his, but no one can fault him on the 
punctuality of GRAU. • . which for that 
reason is a good 1 zine to play in. it 
has other less felicitous features, but 
one can just overlook those. I would 
aay that some of the older 1 zines, such 
as BUSHWACKLR, BOAST, LIBERTHRREAN , and 
go on, are equally punctual, but none 
of them has been around as long.// 



ideas he comes up with and the approach- 
es he conceives of.// 

Rod, 

In response to Mark Berch taking 
you to task for the points you gave to 
5- way draws: I for one don't agree with 
his "guess that at least 90% of the 
players would rank being in a 5- way draw 
as significantly ahead of finishing in 
5th place". I would rank being in a 5~ 
way draw as significantly behind kissing 
my sister. Ho fun. Surely Diplomacy 
should have more to offer than the 
chance of making 5 out of 7 players feel 
like "winners" I My scoring system would 
equate 4, 5? 6, and 7- way draws with l+th, 
5th, 6th, and 7th rjlace finishes — Zero 

points! . 

dack i i loming/ •••••*«••••• 

//Ratings are like convoys, I 



-guess: there is no way to make every- 
one happy. Mark's point... that a draw 
with Zf other people ought to be worth 
more than a survival behind Zf other 
people. .• seems valid to me. That's 
assuming you would assign points to ei- 
ther or both. The Calhamer Point 
Count would assign points to the for- 
mer but not the latter. I would as- 
sign points to both. You would assign 
points to neither* Every approach is 
arguably valid. What we really need 
is to have roughly comparable rating 
systems which differ significantly in 
what they emphasize in assigning 
points: e.g. , win/ draw, survival, size, 
growth, placement, or whatever. 

//Kissing your sister is no fun? 
That f s all you know. Ask Cesare 
Borgia. . . .// 



Dear Rod, 

DW /£50 was great 1 You're really 

getting into high gear 

Wal t Buc hanan 

//That was a word from our found- 
er.// 



Dear Rod, 

I would like to commend the work 
you and your staff have been doing. 
DIPLOMACY WORLD boasts an extremely 
professional look and contains much in- 
formation that is valuable to any hobby 
lover. 

I recently had the chance to pur- 
chase a Diplomacy set that contained 
the new plastic pieces and I feel that 
I must comment. Except under optimal 
lighting (read: bright sunlight) it is 
extremely difficult (if not impossible) 
to tell the difference between French 
and Italian units as well as the Eng- 
lish and German units. If Avalon Hill 
gave up on their supplier of wooden 
pieces because he would not agree to a 
change of color, then perhaps it is 
time for them to find a new supplier 
of plastics, since it appears that the 
current one is doing not much better 
In this regard than his precessor. It 
seems to me that there must be someone 
somewhere who would gladly put in a 
couple of different colors such as tan, 
pink, grey (or silver) and/or orange to 
replace one or two of the ones that are 
causing us Diplomacy enthusiasts so 
many problems. 

My other comment concerns DipCon. 
Is there any special reason why it is 
hold as part of a bigger convention 
ouch as Origins or KichiCon? It o com - 



Dear Rod: 

I really enjoyed the last issue. 
The articles in it were interesting and 
Informative, especially the article by 
Mark Berch. I would like to see more 
those articles plus more on the history 

of Diplomacy . 

• . « Terry Suitor. ......... 

//Doug Beyerlein has promised an 
entire series of "history 11 articles, 
but will not be able to one for every 
issue, unfortunately. . Mark will be do- 
ing more tactical articles in future 
Issues. I am constantly amazed at the 



to me that this will usually mean hav- 
ing the convention in the same places 
in spite of the rotation system. As an 
example, if it ? s the Midwest's turn and 
the only "capable" bidder is MichiCon 
(which 1 understand is usually held in 
Detroit), then that's where DipCon will 
usually end up. It really makes it 
tough on someone in the southern part 
of Region II to attend. In essence, 
what I am asking is this: Is there any 
way for Diplomacy enthusiasts to oper- 
ate DipGon independently of a bigger 
convention like Atlanticon or MichiCon? 



Jeffrey B. Hoto..... 

//I suspect many questions about 
the plastic pieces and wooden blocks 
will be answered by this issue's excel- 
lent article by Fred Davis • Let me 
cover one thing, though: Even if Ail 
changed their supplier right now, it 
might be a long time before you saw 
different colors in the game sets. In 
order to get any sort of price break, 
things such as this have to be ordered 
in very large quantities. Obviously 
AH would want to use up stocks on hand 
before switching to anything new. How- 
ever, I've not heard that there is any 
change in the works. Copies of DW go 
to Avalon Hill, so they are seeing the 
discussions here. I am sure many of 
the fen have written them, also. If 
you really want to see a change, I 
strongly recommend you make your wishes 
known to Avalon Hill. 

//There is no actual requirement 
that DipCon be held In conjunction 
with large wargaming Cons. The earli- 
est of them were just Dippy get-to- 
gethers (DipCons I and II were In the 
home of John Koning in Youngstown) . 
A local group of fen could certainly 
bid to organize and host DipCon. 

//However, a larger host Con of- 
fers a good many advantages. Because 
of size and clout, they will be able to 
get much better (and larger) facili- 
ties. They can usually provide hotel 
space at a convention rate (cheaper 
than normal). They are also likely to 
be better organised (let's face It) 
than most of us would be. 

//DipCon is, after all, a national 
Diplomacy convention. That pur-cose is 
best served by the highest possible at- 
tendance. You're going to get that at 
a major host Con. The host will gener- 
ate a lot zi publicity hype, for one 
thing. furthermore, because of the 
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greater variety of activities, exhib- 
its, and so on/ wargaming fen (and 
most Diplomacy players are also war- 
gamers) would prefer to go to a major 
con. My impression is that most peo- 
ple, if they are going to go to war- 
gaming cons at all, would go to only 
one which is out of their immediate 
area in any given year. The bigger 
and flashier the con, the more likely 
people will be to go to it. The re- 
sult is that you will have more Dip- 
lomacy players at a major con than you 
will at a Diplomacy specialty con. My 
experience has been, over the last 16 
years, that DipCon works best when it 
is helped along by a major host con. 

//But DipCon isn't the only con 
in the world. There is. a growing 
trend toward local and regional cons. 
There are the ByrneCons in New York, 
FeeryCons in San Diego, DinkiCons In 
various southern California places, 
KalamazooCons in Michigan, Midw'estCons 
In the Chicago area, and others.. With 
any luck we will see more an more of 
these as time goes on. Players who 
live near each other should look into 
organising regional and local cons for 
Diplomacy (and whatever) ... in most 
areas, you'd be surprised at how many 
fen you can round up who could get 
away for a weekend stablest and who 
live not more than, a few hours' drive 
from the proposed site. 1 know, for 
Instance, that there is going to be 
(see Hews & Reviews) a PeeryCon in 
southern California on the same weekend 
a s Di p C o n for p e o p 1 e wh o ar e n 1 1 going 
to Baltimore; and many here won' t be 
ab 1 e t o . 

//But as for DipCon itself, i be- 
lieve It's important to have as many 
people from all over the country as 
possible. If DipCon is held In asso- 
ciation with Origins (as it is this 
year) or GenCon or some major conflab 
of that sort, we will be most likely 
to have that sort of attendance,, So 
that's the best way to do the annual 
national con, in my opinion. However, 
I am a strong supporter of regional 
and local cons, as is my co- editor, and 
wc will help in whatever way we can to 
get eecple together for these, and 
spread the word about them, and to en- 
courepo people to organise and attend 
them. There is a famous old Diplomacy 
cartoon whose tagiine is n l play Diplo- 
macy only for the companionship"'. The 
c art o o ri wa s funn y. . .but that i, s wha t 
cons are ail about. Let f s have more./, 7 



//This is DW 1 s regular section for 
hobby news, reviews of hobby publica- 
tions, and such-like. We will print 
anything here which we feel will be of 
interest to our readership. 

//All notices in this section rep- 
resent the opinions of our reviewers or 
information relayed to us by our cor- 
respondents. They do not necessarily 
refledt any "official" attitude on the 
part of DW, nor does DW accept respon- 
sibility for insuring unerring accuracy 
of news items submitted to us by others 
, ..we won f t knowingly print any false 
or misleading information, but some- 
thing might slip by. Reviews and news 
items are annotated with the initials 
of the individuals from whom they come: 
BB, Bill Becker; BH, Bill Highfield; 
EH, Elmer Hinton; JL, John Leeder; LP, 
Larry Peery; RW, Rod Walker. 

//Any active publisher who would 
like us to review his f zine should send 
us his 5 most recent consecutive issues 
for review. Since reviews of estab- 
lished 'zines are on a space- avail able 
basis, it would probably be best to in- 
quire first before sending copies* 
Anyone wishing to to send us a review 
of a 'zine (or 2 or 3) is welcome to do 
so... keep it short, fair, and to the 
point. 

//News items must be current* If 
they involve future events, see our 
colophon (p. 2) for information on 
deadlines and dates.// 


pectively. And they're doing it again 
with KalamazooCon IV. That will be 
held on 16 October 1982, 9am- 10pm at 
the West Main Mall in glamorous roman- 
tic cosmopolitan Kalamazoo MI. There 
will be a Diplomacy event with cheap 
fees and dumb prizes (that's what it 
says here). Contact Bill Becker, 
810 Turwill, Kalamazoo MI 49007; (616) 
349-6937. ...BB 


* GenCon '82 will be held after 
■I all, under the auspices of TSR. 
"J It will be in June, but thish 
will be out too late to reach you in 
time for it. The original cancella- 
tion was by the Eastern Gaming Asso- 
ciation, which seems to be more than 
a little bitter about it (and also 
about anyone else doing a Con they've 
abandoned). Elmer Hinton has been 
sending us little tidbits on this 
squabble. ...EH/RW 


^ A new archive collection will be 
IP operating on the East Coast.. 

^ This is the Granite Archives, 
run by Elmer Hinton, 20 Almont St., 
Nashua NH 03060. Elmer has a very 
extensive collection of old and cur- 
rent Diplomacy materials, for which 
he is compiling (and computerizing) 
and index. The GA' s ' zine will be 
FOUNDATION, which will contain the GA 
index, reprints, articles, and gener- 
al information. FOUNDATION will have 
a subscription rate of 8/ $10, and 
Elmer vdll also trade (wishes to 
trade) for any and all Dipzines* He 
is also making a major effort to 
compile a complete archive for the 
period 1977-present . The first issue 
of FOUNDATION is expected to be out 
shortly, so we should have a review 
nextish. Interested parties should 
write Elmer for further information. 
Elmer informs us that he will provide 
copies of out-of-print material on 
request, at cost (time, materials, 
postage). He recommends you send an 
inquiry on any items you need, en- 
closing SASE for a price quote. 
FOUNDATION is expected to be quarter- 
lv at the start and irraduallv chan.srp 
to a monthly publication. ...EH 


Certain issues of DIPLOMACY WORLD 
71 (especially ##25, 26, and 28) are 
in very short supply. Expect to 
see the price for these issues rise 
this year. If you want or need those 
Issues, I'd suggest ordering them soon 
oefore the price goes up. ...RW 


|- Mark Berch says he's getting some 
M interesting (which is not to say 
" correct) answers to the "Mystery 
v love n Puzzle printed on p. 25 of last 
issue. Alas, we printed "March" for 
the deadline when we meant "May". It 
tfas one of those days. Please note 
that there is an extended deadline for 
the "Mvsterv Move" Puzzl p. . . i t i q l 
August 1982. Honest. ...RW 


KalamazooCon III was considered a 
J* big success. In two games played, 

Eric Ozog and Russ Rusnak won by 
concession as France and England res- 


t EMHAIN MACHA 27 crossed my desk 
f some time ago, and I put it in 
* the "Review" file, not the "PON- 
TEVEDRIA" file, so you know whose 



game openings didn't get listed* Well, 
it's your own fault, Mike, for not re- 
turning the little form I sent you. 
Anyway, EM. ..one of the hobby's better 
delights. . .is back . Subs are on a 
"cost" basis... send about $5 to Mike 
for one. Michael Mills, i+7 Mayer Dr., 
Suffern NY 10901. Yeah... 'ZINE DIREC- 
TORY. ••. same guy. Send him a buck for 
ZD '82 and get much more than your mon- 
ey's worth. EM will carry one new game 
of regular Dip... which will not use 
s/b or replacement players. ..so if you 
don't plan to NMR, you can join this 
one and clean up when half the other 
players drop (you know how it is). The 
gamefee is $2, plus sub. Also there 
is an opening in Mike' s new Roman 
Diplomacy-like simulation game, SPQR 
. ..Gf also $2. The rules for that 
came with #27*. .well worth getting... 
and that issue is 77c. There will also 
be a Bourse with the new Dip game. I 
have recommended EMHAIN MACHA highly in 
the past, and now that it has revived 
from its late mere-warehouse status, I 
recommend it again. . . .RW 



SPeeryCon II will be held in San 
Diego, or somewhere in the south- 
land, during 2V25 July 1982 (the 
same weekend as Origins/DipCon XV) for 
those Golden Staters who can't make it 
to the Big Conflab Back East. Sponsor 
is Larry Peery, P.O. Box 8^16, San Di- 
ego CA 92102. If you are interested in 
attending, be sure you write him. He 
is expecting people from at least as 
far north as Santa Barbara. 



1_ ByrneCon. . . well, Kathy, what num- 
II ber is it?... will be held at the 
*/ usual diggings during 30-31 July 
1982 (Friday and Saturday after DipCon). 
Your hostess will be Bloodsucker Herself 
and no doubt many interesting characters 
will be unearthed for this one. There 
is likely to be considerable head- dunk- 
ing and other types of fun, as well as 
(yech) some Diplomacy (ugh). John Car- 
uso will sing various Venetian and Nea- 
politan yachting songs and John Board- 
man may show up to pontificate on any- 
one who doesn't get out of his way. For 
more details, contact Kathy Byrne, 
160-02 *f3rd Ave (2nd Floor), Flushing 
M 11358. Hmm. Byrne. . .Peery. • .God, 
they're out in force, aren't they? 
...RW 



f Maybe you noticed the "Guest Edi- 
± to rial" thish? Why not? Well, any- 
way, this is something we plan to 
have regularly in DW. Anyone who wishes 



to have an editorial in DW is invited 
to submit one to us (with the usual 
SASE and other requirements of our 
guidelines, of course). Your editor- 
ial should be a maximum of about 1000 
words (about 3 typewritten double- 
spaced pages), but if you go a little 
over, don't worry. We will accept 
editorials on any sub ject. . .however, 
there are some limitations. Please 
don't cover anything which has been 
dealt with in an issue within the last 
year. No feuds, personalities, ab- 
usive language, and the other usual 
no-nos. We want positive and upbeat 
editorializing. If you really feel 
that you have an important "clear and 
present danger" statement about some 
person or group, inquire about it with 
SASE. An editorial that views with 
alarm would be a very rare thing with 
us, and it would have to be an extreme 
and absolutely obvious case. ...RW 



JNew 1 zines seem to be starting In 
good numbers this year. One we 
haven't yet seen is a sister ' zin< 
to HOOF & MOUTH , called THE MODERN PA_ 
TRIOT. Bill Highfield, 2012 Ridge Rd. 
East, Rochester NY 1/+622. He will run 
regular Diplomacy games, along with 
several of the hobby's better variants 
(World War Illb, Abstraction, Small 
World II). Bill, how come not 2001? 
Subs are 12/ $k and the gamefee is $7 
(which includes a sub for the life of 
the game). Bill says not to send 
money yet, but to inquire about open- 
ings. When TMP begins publication, a 
sample can be obtained for SASE. . ..BH 



klf computer games are at all your 
thing, 'try COMPUTER GAMING WORLD. 
Russell Sipe, 1919 E. Sycamore, 
#203, Anaheim CA 92805. Six issues a 
year for $11 (add $1+ in Canada) ... I ' m 
not sure of sample costs, but try 
$2.75» This is a very handsome publi- 
cation. Russell is also a Diplomacy 
enthusiast and edits a local Dipzine, 
THE ARMCHAIR DIPLOMAT.- I don't know 
beans about computer gaming, but this 
' zine (CGW) looks to be extremely in- 
formative and well-informed. Try it. 
. . . RW 



I Need I tell you that I think 
XENOGOGIC is a nifty 'zine? It's 
a quarterly by Larry Peery (whose 
address is all over this rag,... look at 
#G above). Subs are %6/year 9 $2 a 
copy. XENOGOGIC is easily the hobby's 

talkiest 'zine. Larry can always 

manage to say in 50,000 words what fX2J> 
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POSTAL GAMIE OPENINGS 

IN NORTH AMERICA 

This listing is compiled from the June issue of PONTEVEDRIA (#23) • PONT is ed- 
ited and published monthly by the Editor of D.W., and lists all postal game o- 
oenings known to us for Diplomacy, variants, and multiplayer strategic games 
similar to Diplomacy (Kachiavelli , Kingmaker, and so on). The current issue is 
always available from us for SASS (stamped, self-addressed envelope). Anyone 
having game openings, or knowing about openings, should write us with full in- 
formation. We furnish an Update Form for this purpose if you wish one; just 
write us and request it. PONTEVEDRIA has much fuller info, including exact games 
offered by each ' zine. 

DIPLOMACY WORLD'S game listings do not constitute any endorsement of a GM 
or 'sine. We assume no liability with respect to the quality or continuance of 
any postal 'zine or game. Considering the uncertainty of all amateur publica- 
tions, prospective players are advised to exercise due caution. they are espe- 
cially advised to obtain one or more sample copies of the 'zine. Another good 
way to get a "feel" for PBM play is to join games in progress as a replacement 
player (see the article, "Please Stand By" , this issue). 

HOW TO USE THIS LIST. Entries are alphabetical by GM name. A typical en- 
try shows: Name , address; 'ZINE NAME, frequency, cost to play, cost of a sample 
issue, longevity of 'zine. Frequency is shown as: m, monthly; nw, number of 
weeks between issues. Costs are shown as: Gf, gamefee; Nf, NMR fee (refundable 
if player does not miss deadlines); Dep, other refundable deposit; sub, subscrip- 
tion rate; s/, cost for a sample. Longevity is shown as XXXX/XX: year of first 
issue/number of latest issue. Games offered are shown by symbol only, before 
the GM's name: *, regular Diplomacy; @, Diplomacy variants; #, other strategic 
multiplayer games; needs stand-by players. Note : Some listings in PONTEVED- 

RIA 23 are omitted from this list; they were taken from secondary sources and may 
In fact be more than 2 months old at this time. We try to remain current within 
60 days of the time the listing is published. 



*@ HI Herb Barents , 1142 S. 96th Ave., 
Zeeiand'MI 49464; BOAST, 3w, Gf $3 plus 
sub 14/84* s/SASE (stamped, self-addres- 
sed envelope), 1971/174. 

* John Boardman, 234 E. 19th St., 
Brooklyn NY 11226; GRAUSTARK, 3w, Gf 
815, s/??, 1963/?. 

* ^ R® n Brown . 1528 El Sereno PI., Ba- 
kersfield OA 93304; MURD* RING MINIS- 
TERS, m, Gf $6 plus Nf $3 plus sub 12/ 
$5.50, s/20c stamp, 1978/46. 

* #!!! Jim Bum? as , 1405 W. 26th Ave., Eu- 
gene OR 97405; LI BERTERRE AN , 2/m, Gf 
53 plus sub 10/85, s/SASE, 1973/172. 

Steven Duke , RFD //3, Fairfield 
Pike, Shelby ville TN 37160; THE SCHE- 
MER, m, sub 12/84.75, s/2-20c stamps, 
?/? . 

* iii Gregory N. Fritz , P.O. Box 512, 

York ME 03909; DAMN THE TORPEDOES, ra?, 
Gf 35 plus sub 10/85, s/SASE, 1982/?. 

* Pete Gauffhan , 2629 Portland St., 
;r304A, Los Angeles CA 90007; PERELAND- 
RA, m?, Gf/sub ??, s/SASE, 1982/1. 

Guy Eliabeth Hail , 1103-3 Lorrain 



St., Austin TX 78703; THE GREAT WAR IN 
MODERN MEMORY, 2w, Gf/86, s/SASE, 
1981/22. 

*@ Scott Hanson , 817 SE 12th Ave., 
Apt. 202, Minneapolis MN 55414; IRK- 
SOME! , m, Gf 83/85, 1981/12. 

* £ Steve Heinowski . 12034 Pyle, Ob- 
erlin OH 44074; TER-RAN, 4w, Gf 83 
plus sub 3/ SI, s/20c stamp, ?/?. 

*@# Roy W. Henricks , 128 Deerfield Dr. 
Pittsburgh PA 15235;' ENVOY, m, Gf 84 
(mostly) plus sub/costs, s/?, 1979/34* 

* 0\ Lu Henry , 6056 Waverly, Dearborn 
Heights MI 4*127; TACKY, m, sub 3/$l» 
s/on request, 1981/11. 

*@ Bill Highfield , 2012 E. Ridge Rd. , 
Rochester NY 14622; THE MODERN PATRI- 
OT, m, Gf 87, s/SASE, 1982/none yet. 

*@ ^ Eric Kane & Brian Lorber , ANDUIN 
& H EL CAR AXE, m, Gf 82 plus Nf S3 plus 
sub 10/36 or 20/811, s/SASE, 1981/10. 

*@ ill Dick Martin , 7400 Columbia Ave., 
#4, '"College Park MD 20 740; RETALIA- 
TION, 4-5w, Nf 88 plus sub 40-80c an 
issue (inquire), s/50c, 1979/50. 



Mark Matuschak . H106 East Campus,"* 
Columbia Univ., New York NY 10027; THE 
BUZZARD" S BREATH, m, Gf varies plus sub 
10/ So, s/50c, 1977/?- (Also * for s/b.) 

* Bo Mc Sweeny * 1365 Edgecliffe Dr., 
#3, Los Angeles CA 90026; THE VORTEX, 
m, Gf $5 plus sub ia/StlO, s/$2, 1982/1. 

* Ralph J. Montonaro , 2 Lookout Rd., 
Greenville HI 02828; EMPIRES, m, Gf 
J510, s/$Z, 1982/2. 

*<§#:■:! D. S. Palter , Box 156, Cedarhurst 
NY 11516; THE PINK DRAGON, m, no fees, 
s/on request, I976/V0I.I7 #8. 

* Larry Peery , P.O. Box 8416, San 

Diego CA 92102; XBEGGOGIC, m, Gf $15, 
1967/ Vol. XV #2. 

* # Robert Sacks , 486I Broadway, 5-V, 
New York NY 10034; HANSARD, m, Gf $12, 
s/? , 1982/ (no issue until first game 
fills) (has been pubbing since 1974). 

# Mike Scott , 1726 Cypress Cir., La 
Verne CA 91750; MIKE'S MAG, 5w, Gf $7 
-58 (usually), s/2-20c stamps, 1980/20. 

@ :|| Robert Serjeant . 3242 Lupine Dr., 
Indianapolis IN Z+6224; ST. GEORGE & 
THE DRAGON, m, Gf $3 plus sub IO/S5.50, 
s/55c, 1976/76. 

* £ Pon Sigwait . 125 Hebard St., Roch- 
ester NY 14605; HOOF & MOUTH, 4-5w, Gf 
32.50 plus sub l/45c, s/20c stamo, 
1980/25. 

* lii Kevin Slimak , 2861 West Ave., J- 4, 
Lancaster CA 93534; AMERICAN WARGAMER, 
m, sub Ifo/year, s/on request, 1973/117. 
No press; 3 iss. /game-year. 

* @ !;! John Strain . 11 54 Harbar Dr., N. 
Ft. Myers FL 33903; NO NAME, l»4w, Gf 
3.50 plus sub 5/'ifl, s/25c or long GAS;,, 
1982/?. Also has GM-only games (*). 

* Earl Whisk eyman , 27 Mark St., Mil- 
ford CT 06460; THE GAMER 1 S 1 ZTNE, 2w, 
Gf $12, s/SASE, 1981/Vol.II #10. 

*@ Hi Judy Winsome , 749 21st Ave., Apt. 
#3, San Francisco CA 94121; WINSOME, 
LOSE SOME, m, sub l/40c (send $5 min.), 
s/on request, 1981/5. 

* James Woodson , 222 Sanford Hall, 
Univ. of Minn., Minneapolis MM 55455, 
CAEADKRAS (subzine to JUST AMONG 
FRIENDS), Gf $3 plus sub 12/S8.40 (send 
to AI Pearson, Box £98, Charles Town WV 
25414), s (of JAF)/70c, 1980/20. Game 
presently open only to active duty mil- 
itary personnel. 

LoT-^: h.iGiE'I -.ED : Do not send monev; 
inquire first. See NEWS ?, REVIEWS/ J. 



MMMMMMMMMMMMMMMMMMMMMM MORE MARK BERCH 

BEFORE YOU LOWER THE BOOM 

(continued from p. 7) 

that arise Inadvertantly, when you were 
just trying to bo funny but someone 
didn't see it that way... but that's an- 
other topic. 

1 must emphasize that most argu- 
ments do not fall into any of the above 
t r ap 3, but far too m an y do . N o one 
(myself Included) is immune. And if 
one of those orohlems does occur, it is 
likely the argument ■v/ill turn much less 
productive, or hard feelings v/ill re- 
sult. 

Finally, the above is strictly my. 
own opinion. There are those who feel 
that differences should never be aired 
in Dipzincs, and there are those who 
feel that a bloody scrap is just fine. 
But for the rest of you, there are 
things to remember before you lower the 
boom. 



THE ITALIAN WINS 

(continued from p. 19) 

believe I'll close the analysis here. 

At this point, having dragged 
yourself through all these incredibly 
dry statistics, you probably figure 
you're entitled to the revelation of 
Berch's True Path to Italian Victory. 
Forget it. I've drawn some conclu- 
sions here and there; you've possibly 
noticed a few other things. This is 
just a summary of how It's been done, 
not a blueprint. If there were only 
one or two paths, playing Italy would 
be boringly predictable. There are 
fev; absolutes here. The path to vic- 
tory usually goes through Warsaw in 
British games; it usually does not 
here. But this should show you the 
more successful paths. The fact that 
83% of the players had .Marseilles 
doesn't mean you have to take Mar- 
seilles. But if you're not planning 
to do so, realize that you are going 
to find a somewhat unorthodox route to 
victory. If you want to try to win in 
alliance with a strong Turkey-- fine , 
be my guest. But don't kid yourself 
that it will be easy, because it's al- 
most unheard of: a Turkish win is a 
much more likely circumstance. A win 
with Italy is the most difficult win 
of all; but believe me, no other win 
Is more satisfying. 



Hobby Services 

It is our policy that our readers 
should be given information about the 
hobby cervices available to them, This 
is a partial list of services and we 
ur^e y° u ^° take advantage of them that 
fill your needs. If you need something 
r i0 t i n this listing, and you don't know 
.vherc to look, drop us an Inquiry with 
JASE (self-addressed stamped envelope) 
md we'll see what information we can 
find for you. 

OMBUDSMAN SERVICES. An Ombudsman 
a disinterested party agreed upon by 
One parties in "a dispute. His job is 
:o consider the problem and work out a 
solution. Disputes between players and 
jKs are the most typical sorts referred 
:o various hobby ombudsmen. There is 
io "official" Hobby Ombudsman, but the 
;losest we come to that is Randolph 
jmyth, 212 SE Aberdeen St., Medicine 
iat, Alberta, CANADA TlA ORl. He serves 
is Ombudsman for the CDO (Canadian Dip- 
.omacy Organization) and the NADF (North 
vmerican Diplomacy Federation). 

30 ARDMAN NUMBER CUSTODIAN. Don 
jitter, 910 Hope St., #12A, Stamford CT 
;6907, is BNC. He assigns Boardman Num- 
>ers to new regular postal games in 
iorth America and reports statistics on 
:cranletcd games. He publishes this info 
.n EVERYTHING. Subs to EV are on a 
coct 1T basis... send a minimum of $5 to 
jon and he will keep the books on your 
:ub. The BNC is also a position which 
raditionally serves in an Ombudsman 
apaclty when requested. Statistics re- 
ortod by the BNC are used to compile 
layer rating lists, of which one or two 
or more) are usually current in the 
obby at any given time. 

UNITED STATES ORPHAN SERVICE . "if 
our postal game has been abandoned by 
he GM, or is being mishandled in such a 
ay that it amounts to abandonment, con- 
act the USOS. They will help with your 
roblem and, If necessary, find a new 
ome for your game. The co-directors of 
he USOS are: Kathy Byrne, 160-02 43rd 
ve. (2nd Floor), Flushing NY 11358 and 
ehn Daly, Rt. 2, Box 136-M5, Rockwell 
" 28138. In Canada , the CDO Orphan 
orvice is run by Andy Lischett, 3025 N. 
nvlin Ct., Chicago IE 60618. Any of 
• — individuals might also act as an 
Eoudsman upon request. 

ElLLjjR NUMBER CUSTO'DI AN . This is 
-hn ,ceaor, 605 0.7 15th St., Calgary, 
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Alberta, CANADA T2N 231. John assigns 
Miller Numbers to new variant postal 
games and reports statistics on comple- 
ted games. These appear in EORD CI' 1 ' 
HOSTS. As with EVERYTHING, subscrip- 
tions are on a M cost M basis. 

riOBEY REPRINT SERVICE. Trie pub- 
lished literature on Diplomacy is 
vast. Most of it is out of print. 
Mark Berch, ^92 Naylor PI., Alexandria 
VA 22304, publishes DIPLOMACY DIGEST, 
whose primary purpose is to publish 
the older, but still valuable or in- 
teresting, material and make it avail- 
able to everyone. Subscriptions are 
10/33*50. Because of his long exper- 
ience and wide knowledge, Mark is also 
on occasion asked to serve as an Om- 
budsman. 

1 21 NE DIRECTORY . This virtual]!y™" 
complete listing of all Dipzines In the 
world (as of about January 1982) is 
available for Si from Mike Mills, 1+7 
Mayer Dr., Guff era NY 10901. ZD indi- 
cates name/address of the publisher, 
sub price, general nature of contents, 
and. other info. Talis is an indispensi- 
ble guide to the hobby* 

N.A.D.F. The North American Dip- 
lomacy Federation is a voluntary asso- 
ciation of Custodians of hobby servi- 
ces. The main (and almost only) pur- 
pose of NADF Is to clear up glitches in 
the hobby services system. . .mainly, 
Custodians who give up their jobs but 
don't provide successors. President 
is Rod Walker, who Is resigning effec- 
tive 25 July 1982. If you are having 
problems with a given Custodian doing 
his/her job, contact Rod, who will pass 
this on to the new President. 

C.D.O. The Canadian Diplomacy Or- 
ganization is a loose association of 
postal Diplomacy players in Canada, run 
primarily by Canada's postal GMs. The 
purpose of CDO is to provide services 
where needed by, or unique to, Canadian 
players. The Coordinator is Ronald J. 
Brown, R.R. 1, Eow, Quebec, CANADA JOX 
200. „ 

NOVICE SERVICE. If you are new to 
postal Diplomacy, be sure to get a copy 
of SUPERNOVA, an excellent collection 
of articles on the game and on the 
postal hobby. It Is 31 from Bruce Lin- 
soy, 2^A Quarry Dr., Albany NY 12305. 
Even if you're not all that "new", you 
' might find this booklet interesting ana 
informative. Oor a Dip fan, this is 
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The GENERAL 

WHAT??? You don't receive THE 
GENERAL? TG is Avalon Hill's gaming 



* zine, and 
on all the 
ideas, and 
ready out. 



it's the one way to keep up 
latest in new games, new 
new thinking on games al- 
You will even find some 
material on Diplomacy (Lew Pulsipher 
recently contributed some excellent ma- 
terial, for instance). We strongly 
recommend this fine publication. . . and 
its companion, THE ALL-STAR REPLAY, 
which covers Avalon Hill's wide range 
of Gports gaming. And here, below, is 
all you need to subscribe; 

(USA SUBS ARE 



THE GENERAL MAGAZINE 

1 YEAR $9.00 

2 YEARS 14.00 
SAMPLE ISSUE 2.50 

THE ALL-STAR REPLAY 

□ 1 YEAR $7.50 

□ 2 YEARS 12.00 

□ SAMPLE ISSUE 2 00 



POSTAGE FREE, 
CANADA & MEXICO 
ADD $9.00 PER 
YEAR, OVERSEAS 
ADD $12.00 PER 
YEAR, BACK ISSUES 
ADD 10, 20, 30% 
RESPECTIVELY.) 



OK, SEND MY SUBSCRIPTION TO: 



Name 



Address 



City /State 

Apt # _________ Zone 



RENEWAL 



NEW 



PLEASE INDICATE METHOD OF PAYMENT 

□ CHECK □ MONEY ORDER □ CASH □ CHARGE 

□ Amer. Exp. □ Master Charge □ VISA 



ACCOUNT NUMBER 
INTER BANK n 



Exp Dale 



SPECIAL ANNOUNCEMENT 

Beginning with this issue 
DIPLOMACY WORLD will pay for arti- 
cles accepted at a new, increased, 
rate. Our rate of payment will be 
a minimum of 1/10-cent per word, to 
be paid upon publication* Wordage 
will be computed at 35 words per 
column inch in typed ms» (that is, 
about 6 lines an inch; in printed 
form it ! s about 7t lines an inch). 
Minimum payment for an article will 
be 82. Cash payments will be made 
to subscribers automatically and 
to others only by special arrange- 
ment. Non- subscribers will normally 
be paid at our previous rate of a 
contributor's copy of the issue in 
which their work appears* 

We expect our rate of payment 
to rise as the financial health of 
D.W. improves. Generally speaking, 
DW will pay at a higher rate for 
completely original material than 
for items which have been previous- 
ly published (even if in rewritten 
form). Please note that our guide- 
lines are available for SASE. Note 
that payment is for the article as 
finally edited and published, not as 
submitted and/or accepted. 

We are looking for the best 
thinking and the best writing in the 
field of Diplomacy, and anyone is 
welcome to submit to us. We are al- 
so looking for good artwork, car- 
toons, and even fiction and poetry 
if related to Diplomacy. Good humor 
is very much needed by us. 



SIGNATURE 



The 

AVALON HELL 
Game Company " 

4517 Harford Road, 
BaJtimore. Md. 21214 
(301) 254-5300 




